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“.-.a sure fire recipe for chaos and mayhem that no sane 
player would want to miss.” 


—Computer Games Strategy Plus 


“..a fantasy tag team match on a global scale. It’s 


melodrama, it’s excitement, it works.” 
—Computer Gaming World 


“.. lotal Annihilation: Kingdoms is completely 
unbelievable. Everything in the game moves with a grace 
and realism that is stunning.” 


—Imagine Games Network 


“,.. fit to sit on the throne of RTS gaming.” 


—Gamer’s Republic 


“Never have we seen a game that goes to such great 
lengths to create an innovative, engrossing, story driven 
RTS of this magnitude . ... we could be looking at 
something amazing ..- 


—Gamefan 
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IN STORES EVERYWHERE! 


“,.a tasty meal for an adventerous soul.” 
Game Informer 


to near perfection.” 


“Shadow Madness has story-line inked 


Intelligent run-time battles with innovative 
“twitch attack” and magic styles. 


ae 


Sa e 
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Cover artist Ron Spencer oolignsntly captures the romance and allure of the quiet 
squirrel farm. His Hammer of Bogardan is reinterpreted on this month’s cover with 
an equal amount of serenity. 


SPECIAL ISSUE: CLASSIC (SIXTH EDITION) 


48 Classic: Magic’s Bumper Crop 
A card-by-card look at the Classic selection process. by Michael Ryan 


53 Which Decks Will Dominate Standard? 


New cards and new rules will shake up your tournament scene. by Randy Buehler 
56 Classic Player’s Guide 
64. Classic Card List 


SECTIONS 


19 Magic Compendium 

“Picks & Tricks” doubles your fun; the naughty Uktabi Orangutan sees “Card 
Spotlight”; “House Rules” offers an all-land game; Stompy limps into “Deck 
Clinic”; “Show and Tell” answers your questions; “Tournament News” goes behind 
the scenes at Pro Tour-L.A.; our new “Magic Boot Camp” column tackles combat; 
“DCI News” explains recent card bans; “Inside Dominaria” explores the story; and 


“Odd Man Out” declares combos dead. 


71 Inside the Industry 

See the latest in TCG accessories; Ninjas go “Ringside”; Virtual Game Station lets 
you play Bushido Blade on your Mac; welcome our new Star Wars column—“The 
Emperor's Prize”; give up all your free time to Heroes of Might & Magic III; get 
off to “A Good Start” at Sid Meier’s Alpha Centauri; and Drakan aims to make 
you forget Lara Croft. 


89 Duelist Oracle Player’s Guide 
Get the lowdown on the upcoming changes in store when Classic goes 


Standard-legal. 


107 Duelist Price Index 

NEW! Urza’s Legacy prices. Plus, Alex Shvartsman answers the 
question “What’s with all those shiny cards?” and Shop Talk gauges 
player reaction to premium cards and the recent bans. 


COLUMNS AND 
STRATEGY 


36 In the Cards 
by Randy Buehler 

The streamlined Sixth Edition rules 

mean new wrinkles for old hands. 

38 Deck Deconstruction 

by Beth “BethMo” Moursund 

Lackey Sligh roars out of the mountains. 

42 Limited Resources 

by Brian Hacker 

Echo and cycling complicate the cost 

of a card. 

66 Magic: The Puzzling 

by Mark Rosewater | 
What the Hecatomb, you ask? Go “In 

Search Of” these puzzles. ' 


DEPARTMENTS 

4 Mark My Words 

8 Box 707 

12 Wizards of the 
Coast News 

127 What’s New? 
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CONTESTS 

8 The Big ‘n’ Beefy 
Bogardan Mana Hunt 

34 The Duelist “Free Year 
of Magic” Sweepstakes 
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s for the Memories my 


nal mailing offices. POST- 
SS CHANGES TO THE 


S$ THE SAYING GOES, “LIFE IS NOT PLANNED, it’s just what 


happens along the way.” Three years ago, the Duelist needed a azine may be reproduced 
\ ithout the prior written 

_ new editor-in-chief, The staff spent months screening and inter- erial published in The 
reflect the opinions of 

5 employees, or its edito- 
for opinions expressed 
: a G a d trademark and ™ 
in our favor and we couldn’t find the right person for the job. The publisher asked er by Wizards of the 
oduct names are trade- 

me if I could fill in for a “short period” to buy some extra time for the search. pier publisiy those 
yy product without 

id not be construed 

DS OF THE COAST, 


FLASH-FORWARD--THREE..YEARS are too many of you to list individually, pune. 


The time has come for me to step down _ but it’s been an honor working side by 1 Revised Edition, 


3 5 Ne 0 4 ‘ : “Arabian Nights, 
from my “interim” position. Projects side with every.one of you. Taking the ‘Empires, Ice ee 


“4: : : lliances, Mirage, 
have been piling up in R&D and the magazine from a quarterly to a het, Srooshold, 


Duelist has finally found an appropriate bimonthly to a monthly publication saga, ve Legacy, 
A 5 \ < ystem, ©°45, 
candidate, named. Will. McDermott. over the past three years certainly cre- I ipeled The 


s > é % ; ‘ e rcenaries, Arsenal, 
His name shouldn't surprise you, since ated a chaotic work environment. But ie icorate Shufite, 
he’s been an editor 


viewing candidates. Unfortunately, things never seemed to work 


of the magazine for 
more than a year 
and a half now. 
‘There are many 
exciting changes 
coming this year 
for the Due/ist and 
Will’s going to 
have the honor ¥ 
of overseeing 
them all. 

This isn’t to 
say that Pll com- 
pletely disappear 
from the pages of 


Creature: 


the Duelis¢. I will still write my 


columns every month (although 


lemental 


“Insider Trading” is absent this issue 


because the previously mentioned 


R&D duties made me miss my 


deadline). I'll also start having more 


of a presence on the revamped 


and expanded online version of the 
Duelist, which you can now find at 
<www.duelistmagazine.com>. (This 


you all came through again rous, Grand Prix, 


and again and again. 
Although I’ve said it in 
person, it needs to be said 
in print: Thank you. 

The contributors. A 
magazine isn't terribly 
interesting without any- 
thing between the covers. 

Your vision, your creativity, 
and, well, your ability to 
adhere to strict word counts 
have given this magazine 
something special. It’s been a 
joy to see what you've created 
and an even greater joy to 
take part in helping create it. 


The readers. In the end, you folks are 
what make all the work worthwhile. 
Nothing has made my job more enjoy- 
able than the feedback I have received 
from you. Remember, my mailbox is 
always open at <woody@wizards.com>. 

I guess that’s it. This has been one of 
the more enjoyable jobs of my life. Pll 


OMINIA, MAGIC: THE 

ON UNLIMITED, and 

f the Coast, Inc. 

RAGONS, AD&D, 

nce, Planescape, 

Dragon Dice, 

pelljammer, Al- 

\, Dragon, Dungeon, 

SR, Inc. Legend of 

up, Jade Edition, The 

int, Secrets and Lies, 

ange, Thunder at 

ing Sands are 

roup, Inc. TSR, Inc. 

are subsidiaries of 

Vampire: The 

izards of the 

studio. Netrunner 

ast under license 

a trademark of 

MechWarrior, and 

“ASA Corporation. 

rotected by copyrights 

ised under license. 

of White Wolf 

e, Dune is a regis- 

ited Partnership; it 

y trademarks and 

imited Partnership 

Dune Trading Card 

Games, and is pub- 

ds of the Coast, Inc. 

nacle Entertainment 

protected by trade- 

wned by Pinnacle 
d under license. 


™, ® & © 1999 
‘ved, 


re trademarks of 
endo, Creatures, 


miss it. But enough of my blabbering. 
Go read the magazine. 


| Mark ROSEWATER 
Editor in Chief 


is just one of those exciting changes 
I mentioned earlier.) 

Since this is my last editorial, I 
wanted to take a moment to thank 
everyone involved in the Duelist. 


The staff (past and present). There 
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Dates for GameCamp 


Magic: The Gathering® 
6/24—6/30 
7/8-7/14 

Tige 28 

7/29-8/4 

8/12—8/18 

8/19—8/25 


Advanced Dungeons & Dragons® 
WAS -7/21 a 


Warhammer® 
8/5—8/11 


GameCamp Contest Rules 


1, Entry: 10 enter, mail your completed entry to Wizards 


of the Coast, Inc. ('Wizards") No Coe require: 
per person. Entries must be received before 
(Pacific Time), May 15, 1999. 


2. Prizes: a. Grand Prize: One Grand Prize Winner will, 
be awarded a one week session at Game ainp 
consisting of one roundtrip coach air ticket (rom any 
major commercial international airport within the 
United States to Sealac intemmational airport. Travel 
arrangements must be made at least three in 
advance of travel dates. Prize also includes six nights 
accommodations and meals. All arrangements must 
be made through Wizards and are subject to availability, 
Travel shall occur between the dates of 6/23 and 8/26 

n GameCamp session, Collectively, this 

estimated Value of $1,500.00. b. First 

rst Prize Winner will be awarded paid 


ation fora one-week session at GameCamp, This | 


e has an estimated value of $1,000.00. ¢. Second 
Prize: Two Second Prize Winners will be awarded $100 
worth of Wizards game products depending on 
availability, This prize has an estimated value of $100.00, 
All other expenses and all taxes are responsibility of 
winner. These p are guaranteed to be awarded, 


and are not transferable, assignable, or redeemable for. 


cash. No substitutions for prizes will be available. 
Winners will lected by a committee based on 
originality and creativity on June 1, 1999. 


accepta 
tof no 


Breas i 


d/or likeness for 


s of advertising, trade, or promotion withour 


isation. Employees of Wizards and its 
respective affiliat nd distributors are not eligible. 


ra list of winners, send a stamper 
velope to GameCamp Contest, Wi 


5 tis sponsored by Wizards of the Coast, Ir 
P.O. Box 707, Renton, WA 98057-0707. 


Describe your ultimate day at GameCamp 


to win an all-expenses-paid week! 


san! 


QA MGampS 


Contest 


Oral: . One week-long session at GameCamp for: 
Prize (1) Magic: The Gathering®, Advanced Dungeons & Dragons®, 
or Warhammer® 


Includes roundtrip airfare, room, meals, and registration fee 
(Approximate value $1,500.00) 


Paid registration for a one-week session at GameCamp 


Includes room and meals 
(Approximate value $1,000.00) 


$100 worth of Wizards of the Coast® game products 
~@ (2) (depending on availability) 


Maybe you’d spend all day in a BattleTech® simulation pod obliterating everything 
in sight. Or you’d play the Magic® TCG for one whole day—winning every game— 
with Urza cheering you on. It’s all up to you. But use your imagination, because 
we’re judging your description on originality and creativity. 


GameCamp Contest/D 
P.O. Box 707 
Renton, WA 98057-0707 


For more information on GameCamp, call (800) 923-0017 or visit our website at 
<www.wizards.com/GameCamp>. 


WIZARDS OF THE COAST, Magic: The Gathering, and Magic are registered trademarks of Wizards of the Coast, Inc. Advanced Dungeons 
& Dragons is a registered trademark of TSR, Inc. TSR, Inc. is a subsidiary of Wizards of the Coast, Inc. BattleTech is a registered trademark 
of FASA Corporation. The BattleTech universe is protected by copyrights owned by FASA Corporation and used under license. Warhammer 
is a registered trademark of Games Workshop, Ltd. ©1999 Wizards of the Coast, Inc. 
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ons& Dragons 


siti 


ictions. All Rights Reserved. Bioware Infinity Engine ©1998 Bioware Corp. Portions ©1998 TSR, Inc. Torment, Planescap 
subsidiary of Wizards of the Coast. In ind are used by Interplay under license. All Rights Reserved. Interplay, the Interplay logo, 


the Planescape logo, Advanced Dungeons é 
Black Isle Studios and the Black Isle Studi 


Corp. All Rights Reserved. Bioware Infinity Engine and the BioWare logo are trademarks of Bioware Corp. All Rights Reserved. Windows®95 and Windows®98 are registered 


$ and copyrights are property of their respective owners. z 


‘ me to | igil, he : 
provide d you have the. 


the multiverse, ul 


e The Planescape universe is a Batting you've NEVER 
game. your chara ap it ; experienced before, filled with sharp-edged visuals, _ 
gaming aul bizarre adversariés},and strange magics. 


ssngiiten | itory items with personalities. Manage an You can regenerate, speak with the dead, and have | 
Z -unpredicta e p party of the Staneest allies to walk the magical immunities. You’re a power to be RECKONED 
faces of ali nate planes. with. wi so i Everyone else. 


ye we 


wn. comics when you were a kid? Per- 
ly whiled away many an hour making 
yodzilla comics. Mush-brained TV-baby 
- se were mostly inspired by the short-lived 
Hanna-Barbera Saturday morning show rather than by 
the classic films. Real stylish jobs—black (well, as close 
to black as you could get with a Number 2 pencil) and 
white, with a big splash panel of 
Mr. ’Zilla stomping, biting, or 
scorching some unfortunate 
mutated freak on nearly every 
page. For my money, nothing 
inspires artistic talent like brawl- 


TO: DUELIST 
love Pokémon so much, I’m 
a Pokémon fan. I was won- 
dering if you have a book of 
the Pokémon, with all their 
names and abilities. I heard 
there will be a Pokémon game 
for Nintendo 64, called Poké- 
mon Gym or Pokémon 
Champion (I don’t remember 
which). 

I did not copy this Pikachu. 
From, 

Neil Cintron, age 11 

Yonkers, New York 


them fancy new stamps. 


1999 DUELIST 


ing monsters from the 
Pacific Rim. Take this 
month’s featured letter, 
from a budding artist 
who just may have been 
inspired by a recent 
issue of Duelist... 


AND WE'D NEVER SAY you 
did, Netl—sure looks hand- 
drawn to us. Nice work! 

A little later this year, you can 
expect the first in a series of 
Official Pokémon Player’ 
Guides from Wizards. These 
guides will include full card 
images of new sets, full-text 
guides to all earlier sets, and 
more. Keep checking Duelist for 

further details. 

The N64 game youre think- 
ing of is Pokémon Stadium, a 


THE BIG ‘N’ BEEFY BOGARDAN MANA HUNT 


VY" can’t touch this Hammer-themed contest! Win a dis- 
play box of Classic (Sixth Edition) boosters by finding 
this off-color mana symbol ® hidden in this issue of the 
Duelist. Send a postcard telling us where you found it to: 
Duelist Big ‘n’ Beefy Bogardan Mana Hunt—#38, P.O. Box 
707, Renton, WA 98057-0707. Only postcards will be 
accepted as legal entries. The winner will be randomly 
selected from all correct entries. Postmark deadline is June 
4, 1999. Remember, the symbol must match this one ® 
exactly! And be sure to ask your alien overlords for one 0” 


Contest a open to residents is the U.S. 
(except Rhode Island) and Canada (except Quebec). 


title that lets you see your Poké- 
mon do battle in colorfully ren- 
dered 3D polygons. Best of all, 
rumor has it that you'll be able to 
connect your Game Boy to the 
N645 memory card slot and 
transfer captured GB pocket 
monsters into the stadium. You 
should be able to find tt by late 
summer 1999. Cool! 


SOME THINGS EVEN 
I CAN’T DO 
Dear Duelist, 

would love it if you could 

send me a real Pokéball and 
a Pokédex. 

I would also like it if you 
could tell me where to go to 
get the [Pokémon] cards. 

Thank you. 

Your Friend, 

Matthew Ecclesiastre 

Lynn, Massachusetts 


I DON’T HOW £0 break this to 
you, Matthew, but there’s no 
such thing as are—OW] Er, 
what I meant to say, of course, 
was that one must train long 
and hard with his or her Poké- 
mon to win a real Pokéball or 
Pokédex. If I were simply to 
send them to you, they would 
have been won without any 
Poké-honor whatsoever. Don’t 
settle for the quick and easy 
path—that way leads to the 
Dark Side. 

As for your second question, 
the hardworking elves who 
crank out those Pokémon cards 
know that there are shortages 
everywhere, and theyre burning 
the midnight oil to make more 
cards and get them to your local 
game dealer. This means one 
good bet 1s to keep calling your 
favorite shop and find out when 
they expect more cards! 


Of course, if you have access toa 
computer, then the easiest way to 
order Pokémon is direct from Wiz- 
ards! Go to <store.wizards.com> 

for details. And be sure to get per- 
mission from your mother, father, 
guardian, or alien overlord first. 


SORRY, WE DON’T 
MAKE MISTEAKS 
Dear Duelist, 
ooking through issue #35, 
I noticed a few mistakes 

when you listed the Poké- 
mon’s attacks. Here is a list of 
mistakes, comparing the 
guide to the cards: 
What you called Chansey’s 
“Curl-up” is really “Scrunch.” 
Farfetch’d’s “Onion Slap” is 
actually a “Leek Slap.” 
Hitmonchan’s “Haymaker” is 
“Special Punch” on the card. 
You listed a “Freeze” attack 
for Starmie; it’s really “Star 
Freeze.” 
Ninetail’s “Changeling” attack 
is really “Lure.” 

Sincerely, 

David Goodman 

West Hempstead, New York 

PS. Is there going to be 
another addition to the Poké- 
mon card game? If so, which 
new Pokémon are going to 
arrive? 


WHAT? We made a mistake? 
Why, this sounds like the work of 
that rascally Meowth! I'll bet he's 
the one that made sure a few of 
our Pokémon Player's Guide 
listings had the wrong attacks. 
Yeah, that’s it. 

It’s a little too early to say for 
sure which monsters will make 
the cut for the next expansion, 
Jungle, but you'll be able to get 
exclusive details in the next issue 


of Duelist. 


YOU’RE BEAUTIFUL, 
DON’T EVER CHANGE 

N Ay name is Austin 
LV LCrowder lam stu- 
dent in eighth grade that 
enjoys Magic: The Gather- 
ing. I would just like to say 
that the Magic department 
is doing a good job. I have 
enjoyed the latest expan- 
sion, Urza’s Legacy. The 
new cards work well with 
the old cards. 1 am happy to 
tell you that I haven't had 
one problem with your 
products. 

I just wanted to tell you 
to keep up the good work! 
Powerful cards are needed! 
You are the people for the 
job. Just keep up the pace. 

Best Wishes, 

Austin Crowder 

New Palestine, Indiana 


FOR THE LAST TIME, che 


Academy deck was just a fluke! 


Usually, something like that 
wouldnt get out of playte— 
wattaminit. Whatd you say? 


You like us? Everything’s cool? 


We can keep our jobs? 


Wow. I guess the pod people 


have finally gotten to New 
Palestine, Indiana. Many 
thanks to you and your 
alien overlords, Austin! 


ESCONDIDO 
CONFIDENTIAL 
[Epiror’s NOTE: The fol- 


lowing missive was sent to 


our subscription house down 
in Escondido, California. I 
tell ya, we get the.weirdest 
things there....] 


H: Tm Erik and Pll 
tell you some pretty 
awesome combos, like: 
Ivory Tower, Reprocess, 
and Yawgmoth’s Will, and 
even—if you want to top it 
off—throw in Library of 
Leng, heh, heh, heh.... Or 
you could use Furnace of 
Rath, Pandemonium, and 
Leviathan.... Ooops, 
overkill of 10, heh, heh, 
heh, Please, if you print 
these, I want credit. 

Erik of CA 


LET ME GET THIS STRAIGHT: 


you want credit for a couple of 


three-card combos that you 
didnt even explain, and the 
only name you could come up 
with ts “Erik of CA?” OK, 
consider your credit given! 
And if I ever get to CA, Erik, 
Ll look you up. 

Heh, heh, heh.... 


WINNERS DRIVE BIGGER CARS 


CONGRATULATIONS 


BRAVE NEW URL 
Hey, got a computer, or at least access to the Internet? 
Get yourself over to Duelist’s new home on the Web— 


<www.duelistmagazine.com>! We've got scads of recent 


Duelist articles available for your perusal, all the latest 


In Duelist #36, we reported that 
Matt Parker won the mana con- 
test from issue #32. He actually 
won the contest from issue #33. 


D’oh! 


On the Cover 


You don’t want to be in 
the way when this Ham- 
mer comes down. Trust 
us. This issue’s cover is 
an update of the classic 
Hammer of Bogardan 
(Mirage) by the original 
illustrator: sinew and 
muscle specialist, Ron 
Spencer. Spencer’s dis- 
tinctive style can also 
be seen on such diverse 
Magic cards as the 
original Terror, Serpent 
Warrior (Stronghold), 
the Crovax Vanguard 
card, and of course 

the Infernal Spawn of 
Evil from Unglued. 


Comments? 
Questions? 
Leek Slaps? 


“Box 707” 
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Send your letters, bribes, combos, or outright threats to 


clo Duelist, P.O. Box 707 

Renton, WA 98057-0707 
Letters may be edited for length and clarity. Oh, who am | kidding? 
They will be edited for length and clarity. G’night, everybody! 


news and updates on your favorite Wizards trading 
card games—from Magi¢ to Deadlands—along with 
great original strategy articles and game reviews you'll 
only find online. Check it out, we think it’s pretty cool. 
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Uniquely. immersive role-playing experience 
is limited only by your imagination. 


Collect over 150 creatures including rare and 
ultra-rare breeds. Then custom combine them 
into millions of powerful new monsters. 


Strategically use your monster's dominance of 
one of the four elements: Earth, Wind, Fire 
or Water. 


Welcome to the world of Jade Cocoon: Story of the Tamamayu. As Levant, a 
Cocoon Master, you will engage powerful monsters in deadly one on one combat. 
As the magic and talon clash of these titanic battles turn to your favor you can call 
on the mystic Cocoon powers and capture a fallen foe as they are on the brink of 
death. Once captured these mighty creatures can be trained to fight for you and 
combined with other monsters to form millions of new beasts. Once created these 


creatures will be your key to surviving the perils of the forest. 


Pit your creation against a friend in the 
arena mode. 


PlayStation 


) 


LEARN THE SECRETS |\OF THE TAMAMAYU. NM ilgeatr WWW.CRAVEGAMES.COM 


Jade Cocoon: Story of the Tamamayu, Crave and their respective logos are trademarks of Crave Entertainment, Inc. All Rights Reserved. Crave Entertainments a registered trademark in the U.S. 
© 1999 Crave Entertainment, Inc. Genki is a registered trademark of Genki Co, Inc. All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 


Urza's ready fo 
rumble... 


It’s not the end, but it’s the 
end of the beginning. 


ans will be the first to unveil the long- 

awaited conclusion to Urza’s prepara- 

tions for the Phyrexian invasion with 

the upcoming release of the Magic: The 

Gathering—Urza’s Destiny expansion, 
scheduled to debut June 7. 

Urza’s Destiny, the conclusion of the Urza 
block, offers more than 140 black-bordered 
cards and includes foil-enhanced, collectable 
premium cards. Created by game designer 
Mark Rosewater, this expert-level set 
enhances the echo and cycling game mechan- 
ics from the Urza’s Saga card set and intro- 
duces new play mechanics on cards such as 
Quash and Cinder Seer. 

The Urza’s Destiny set is available in 15- 
card randomized booster packs at a sug- 
gested retail. price of $2.99. Additionally, the 
expansion features four themed 60-card 
decks sold at a suggested retail price of 
$9.99 each. The expansion will be released 
simultaneously worldwide. 


Akron, Ohio 


Dallas, Texas 


Albuquerque, New Mexico 
Anchorage, Alaska 

Atlanta, Georgia 
Baltimore/Washington, D.C. 
Birmingham, Alabama 
Boston, Massachusetts 
Chicago, Illinois 

Columbus, Ohio 


Denver, Colorado 
Detroit, Michigan 
Edmonton, Alberta, Canada 
Eugene, Oregon 
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rAGIC 
The Gatherings” 


CARD Ga 


Magic players will have the opportunity to get an exclusive 
Urza’s Destiny preview during Prerelease tournaments scheduled 


for May 29 in the following cities: 


Honolulu, Hawaii 
Houston, Texas 
Indianapolis, Indiana 
Knoxville, Tennessee 
Las Vegas, Nevada 
Lincoln, Nebraska 


Louisville, Kentucky 
Memphis, Tennessee 
Minneapolis-St. Paul, 
Minnesota — 
Montreal, Quebec, 
New Dia) yu 


Los Angeles area, California 


aoe 


Orlando, Florida 
Philadelphia, Pennsylvania 
Phoenix, Arizona 
Raleigh/Durham, 
North Carolina 
Salt Lake City, Utah 
Seattle, Washington 
SF Bay area, California 
_ St. Louis, Missouri 
Syracuse, New York 
ie Toronto, Ontario, Canada 
Vancouver, B.C., Canada — 


Wizards adds Pro Tour 
tournament for teams 


Limited DCI Rankings, Pro 
Tour Player Points, and a few 


Get your friends together for 
a shot at Magic “dream team” 
stardom this fall as, 
the DCI unveils 
its first Pro Tour /" 
stop for team play. 
No specific date or loca- 
tion has been set yet for the 
event, but Assistant Brand 
Manager for Organized Play 
Jeff Donais said, “We plan on 
inviting about 120 three-per- 
son teams from around the 


world. Invitations will be 


based on Three-Person Team 
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other criteria.” 

The format for the team 
event will be Swiss 
format, with each 
J team building their 
decks from three 
tournament packs and three 
boosters from the Urza cycle, 
Classic or Mercadian Masques. 
The second day will be three- 
person team Rochester draft: 
six people from two teams at 
the same draft table. They'll 
build decks and play each 
other. There will be five 


drafts on the second day. The 
finals will be single-elimina- 
tion Team Rochester. 

Qualifying events will 
likely be scheduled for June. 
The qualifier format will be 
Team Sealed with Team 
Rochester finals. 

“Prize money will probably 
be in the $100,000 range,” 
Donais said. “We 
hope to have the : 
best teams from around j 
the world at the event, 
and plan to fully sup- 
port the format in 
the future with Quali 


fier tournaments and Grand 
Prix. This is a perfect chance 
for newer players to develop 
DCT ratings in the three- 
person team format.” 


Pokemon Parties 

Hit The Road 

The Pokémon phenomenon 
that has swept the 

/ country—and shows no 
sign of abating anytime 
soon—is taking its show 
on the road, bringing the 
Pokémon trading card 


; game and the beloved Poké- 


mon characters right to 


he game. 
2 Remove tarect ome hand, 
ear its cont 


: 


wie 
prayer then 


The Magic: The Gathering’ — 
Urza’s Destiny” expansion 
introduces two killer new ways 
to wreak havoc on your 
opponents: 


Reveal cards: Show cards 
from your hand for game- 
altering effects, like direct 


damage, counterspell, and 
38 life gain 
M lobotomy cards: Remove 
Be we all copies of a card type 
38 , oe from the game, disabling 
ge an opponent 
i Look for foil-finished © Urza's Destiny. 
38 premium cards New tools for mayhem. 
e! randomly inserted in 


\, Select Urza’s Destiny 
\,_ booster packs. 


Available in 60-card preconstructed decks and 15-card booster packs 


fans’ neighborhoods. 

The national tour of 
“Pokémon Parties” focuses 
on the Pokémon trading 
card game, the latest incar- 
nation of the extraordinarily 
popular Pokémon characters. 
Following a gala kick-off in 
Miami, then a successful 
stop in Atlanta, the tour will 
moves up the East Coast, 
visits New England, crosses 
the Midwest and then heads 
West. (See our schedule at 
<www.pokemon.com> for 
confirmed dates.) 

“The Pokémon Party here 
in Miami was incredibly 
popular. More than 5,000 
kids and their parents came 
down on Saturday for the 
event,” said Saundra Pena, 
manager, Electronics Bou- 
tique—Dadeland Mall. 
“Since the trading card game 
was released, we’ve had calls 
daily about the Pokémon 


trading card game. Every- 
thing Pokémon is an 
absolute hit.” 

At each stop, fans of all 
ages will be invited to partic- 
ipate in a wide variety of 
Pokémon-related.activities, 
including hands-on game 
demonstrations and trading 
card swaps. Team Nintendo 
staff members will also be 
available at each event to 
assist Pokémon Game Boy 
game players in linking, bat- 
tling, and trading Pokémon. 
Each guest will receive a 
Pokémon collector’s portfo- 
lio containing strategies for 
playing the game, a card fea- 
turing Pikachu (the most 
beloved of the 150 Pokémon 
characters) and a coupon for 
the trading card game. 

Attendees will also have a 
chance to win a $200 shop- 
ping spree at select Electron- 
ics Boutique, Software Etc. 


Deadlands players approach 
the Mouth of Hell 


furious Outfits of Gomorra battle to discover the dangerous 


R aging like a prairie fire under a smoldering California sun, the 


secret of the ghost rock mother lode. Deadlands fans will learn 
which unlucky Outfit reveals the secret in the newest release for the 
award-winning Deadlands trading card game—the Deadlands: 
Mouth of Hell card set. Adding to the Weird Western chaos that has 
captivated players worldwide, Mouth of Hell reunites many iconic 
Outfits in the showdown of the century. The Mouth of Hell expansion 


is ideal for social and competitive play. 
Featuring new versions of old Outfits and completely new action 


cards that epitomize the dark dementia of Gomorra’s legendary 
founder Humphrey Walters, the Deadlands: Mouth of Hell expansion 
offers more than 180 new cards. Mouth of Hell is accentuated by 


nostalgic, spaghetti-western card art and is available in 60-card decks 


(including three unique, semi-sorted decks with alternative card 
powers) and |5-card booster packs. In addition, Mouth of Hell is 
supported by worldwide tournament and league play for social and 
competitive game enthusiasts. Mouth of Hell will be available through 


most hobby, game, book, music and toy 
stores. 

The set will be available May 10. 
Deck boxes will will sell for a suggested 
retail price of $8.99, with booster packs 
at $2.99. 
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and Babbages stores, and will 
be able to take home a com- 
plimentary souvenir photo- 
graph taken with an 
oversized Pikachu trading 
card. Even cars customized 
to resemble Pikachu and fit- 
ted out as traveling arcades 
will be on site. 


Pearl Edition, Sleeping 
Mountain offer chal- 
lenges for L5R players 
May brings Legend of the 
Five Rings card sets for 
beginners and experts alike. 

The Legend of the Five 
Rings saga forges beyond 
The Hidden Emperor expan- 
sion with the Pearl Edition 
basic set—showcasing more 
than 350 Strong- 
hold, character 
and resource 
cards that capti- 
vate the ancient 
mystique of war- 
rior ninjas and 
fighting samurai. 
The Pearl 
Edition set 
expands on the fascinating 
world behind L5R. Fans will 
discover the ruinous plans 
of Emperor Toturi as the 
Rokugan Clan Wars reach 
pinnacle heights. 

The Pearl Edition basic set 
offers players 12 uniquely 
themed decks. Each deck 
includes one of 12 newly 
designed cards featuring 
updated frames for enhanced 
card collectability. In addi- 
tion, Pearl Edition introduces 
new themes and game-play 
scenarios for avid storyline 
fans. 

Available in 15-card 
booster packs and 81-card 
decks that come complete 
with an Honor spinner and 
rulebook, the Pearl Edition 
basic set is specifically 


designed for sealed-deck 
tournament play and will be 
sold in most hobby, game, 
book, music and toy stores. 

Decks will sell at a sug- 
gested retail price of $11.99. 
Booster packs will retail for 
$2.99. 

The Siege of Sleeping 
Mountain introductory game 
is especially designed to 
acquaint new game players 
and fantasy fans with Legend 
of the Five Rings. 

“The Siege of Sleeping 
Mountain is an excellent way 
for new players to discover 
the excitement of trading 
card games,” said Luke 
Peterschmidt, brand man- 
ager for the Legend of the 
Five Rings product 
group. “Enjoyed 
worldwide, the 
Legend of the Five 
Rings game is sup- 
ported by a highly 
social and vibrant 
tournament system 
that encourages 
player participation 
at all ability levels, including 
beginners.” 

Created by well-known 
game designer Dave 
Williams, the Legend of the 
Five Rings: The Siege of 
Sleeping Mountain trading 
card game features more 
than 150 different cards in a 
two-player starter set. Each 
set is packaged with every- 
thing two players need to 
begin playing, including an 
easy-to-understand and 
concise rulebook and two 
preconstructed decks. Dis- 
tributed worldwide through 
hobby, game, book, music 
and toy stores, the game will 
be sold at a suggested retail 
price of $9.99. 

Both sets are scheduled for 
release May 24. 


Get a DEE! 
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Prerelease Tournaments 
May 29, 1999 


Akron 
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the game. 


“You lived fe 
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not die for i?” 3 love. Wij] Vou 


— 


“LY 


330-922-4263 
505-265-6100 
907-272-4112 
710-753-0030) 
301-881-3530 
256-880-3726 
617-666-5799 
847-724-9636 
888-464-8881 
316-946-1055 
303-366-3977 
519-256-8084 
541-485-0375 
808-596-8236 
713-680-1870 
317-773-1370 
710-753-0030 
801-232-6137 
402-434-5056 
818-787-3708 
888-464-8881 
901-752-3904 
920-623-2791 
713-680-1870 
212-633-6320 
770-753-0030 
212-633-6320 
818-787-3708 
888-464-8881 
336-889-9900 
801-232-6137 
650-947-0398 
206-675-1608 
314-947-8330 
212-633-6320 
316-946-1055 


~ Come check out 
_ Magic: The Gathering’— 
Urza's Destiny Prerelease 
tournaments . . . it is your destiny. 


Each attendee receives one commemorative 
Urza’s Destiny card while supplies last, one 
Urza’s Saga’ tournament pack, and three 
Urza’s Destiny boosters. 


Some cities will feature second-day overflow 
tournaments on May 30. Fees vary by location. 
Check with your local tournament organizer 
for further information. 


Preregistration ends 5:00 p.u. local time, 
Wednesday, May 26, 1999. 


For worldwide tournament locations and 
information visit <www.sideboard.com> 
or call (800) 324-6496. 

780-481-3496 

514-849-5696 


905-524-5725 
604-521-4471 


WIZARDS OF THE COAST, Magic: The Gathering, Urza’s Destiny, Urza’s Saga, DCI, and the play level logos are trademarks of Wizards of the Coast, Inc. Illus. by Donato Giancola. 
©1999 Wizards of the Coast, Inc. 
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This month’s combos let you double 
yourmana,double your draws, 
double your damage, and m re 


20 EXTRA PULLED 
by Mark Rosewater 
Who says cheaters never mee 


on CARD SPOTLIGHT 

by Will McDermott _ : 
_ That naughty monkey, Uktabi Sang 
_ utan, destroys artifacts with ¢ ease, 


22 HOUSE RULES 


by Daneen McDermott . 
_ What do you do with all those. 


_ Get your answers to s' oryline / 
questions in 30 minutes or less— 
ortheyze free! ' 


33 ODD MAN OUT 
by Mike Flores 
Kiss your combos goodbye, an and geta 


_ taste of total domination, Steve-O style. 


ABOUT THE MAGIC 
COMPENDIUM'S 
FEATURED ILLUSTRATOR, 
RON SPEARS 


Ron Spears has done work for Magic 
cards, ads, posters, created 3-D 
worlds for four PC games, illustrated 
the Gabriel Knight graphic novel, 
and dreams of painting on the 
open range. He 

_ lives in Seattle, 
Washington, with 
his wife, dog, 
and cowboy 
hat. 


Hidden Predato: 


idaho 
, Cdatops 


rs and 

Fit of Rage 

A 4/4 creature for only ? 
There’s gotta be a catch! And 
there is: Hidden Predators is a 
“sleeping” enchantment that 
only awakens if an opponent 
controls a creature with power 
4 or greater. (I guess anything 
smaller doesn’t make a good 
meal.) Green has the beefiest 
hidden creatures, but they’re all 
hamstrung by difficult alarm- 
clock triggers—an opponent 
can often avoid waking them 
up. When the deterrence value 
of your Predators isn’t enough, 
you can wake ’em up yourself. 
After your opponent has 
attacked, but before the end of 
the turn, play Fit of Rage on 
an opposing crea- 
ture. The combat 
bonuses won't hurt 
you because that 
creature won't get 
into a fight this turn, 
but it'll still wake up 
the Predators, who can 
roar into action during 
your next turn. And if 
your opponent wakes up 
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the Predators without 
your “help,” play Fit 
of Rage on the 
Predators (or any other 
handy creature) and 
apply big beatings. 


Storm Cauldron and 
Iron Maiden 
Storm Cauldron’s return 
to the Standard tournament 
environment gives new 
ammo to mana-controlling 
“lock” decks (although 
they'll surely miss Winter 
Orb). Nothing throws 
opponents’ plans into a tail- 
spin like having to scoop up 
their lands every time they 
play something. You'll have 
to do it too, but at least you'll 
be prepared. And here’s a trick 
that’ll force your opponents 
into an untenable “damned if 
you do, damned if you don’t” 
situation. Have Iron Maiden in 
play when your Storm 
Cauldron hits the table. Now 
watch your opponents’ faces 
during their next turn, and 
youll practically be 
reading minds: 


ee Me atic 


ional 


If I tap lands to play anything, 
Ill have to pull the lands into my 
hand and I'll take damage from 
them next turn. But if I dont 
cast anything, my hand slowly 
gets bigger and I'll eventually 
still take damage. Time this 
right, and even your oppo- 
nent’s card advantage is a 
weapon in your hands. 


Retu 
fs eo Tepe « 


Fleeting Image and 
Rancor 
Making the transition from 
Fifth Edition to the new rules? 
You'll want this trick on your 
side. Because all combat dam- 
age gets loaded onto the stack, 
you can put bounce effects 
(ones that send in-play crea- 
tures back to your hand) on 
top of damage in the 
stack. Your creature disap- 
pears, but the damage it 
does is still on the stack and 
will still put the hurt on 
whatever it was fighting. But 
when that happens, your crea- 
ture is nowhere to be seen— 
so it can't receive damage. 
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Fleeting Image from the 
Urza’s Legacy expansion is 
perfect for this trick because 
it can always bounce itself for 
mi 61 @. And if youve played 

Yam Rancor on it, it’s a 4/1 tram- 
pler. Just get in a fight, put 
your damage on the stack, 
then spend the mana and get 
out of there. Your opponent 
is facing 4 trample damage, 
and both Fleeting Image and 
Rancor are safely back in 
your hand. 


Black mana is fast mana, as 
anyone who's ever played 
Dark Ritual can tell you. But 
there are other ways to out- 
strip your opponent’s mana 
production. Rain of Filth, 
from the Urza’s Saga card set, 
lets you sacrifice a land— 


to your mana pool. 
So you can 
tap all your 
lands, then 
sacrifice them 


all, and you've 
got twice the 
mana youd oth- 


erwise have. The 
downside, of 
course, is that 
those swamps are 
now in your grave- 
S@ yard. That’s where 
and Planar Birth comes 
2°99 in. Planar Birth brings | 


ae all those lands back 


into play, tapped. Now 


you ll have them back 
, for your next turn—or 


you can sacrifice them yet 4 
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just the right card from 


even a tapped one—to add @ 
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hand, like Cursed Scroll and 
Oath of Scholars. 


you have Mindless 
Automaton. Play what cards 
you can throughout your 
turn, then right before the 
end of your turn, pitch any- 
thing left in your 
hand to put 


again for another round of 
tasty black mana. And what 
to do with all that black 
mana? Drain Life is gone 
from Standard, but there’s 
always Pestilence or Endless 


And finally, here’s this 
month’s “I could build a deck 
around this” combo. 
Deranged Hermit gives you 
all kinds of benefits when it 
comes into play: four Squirrel 
tokens and a +1/+1 for all 
Squirrels on the table. And if 
you've got Lifeline in play, 
you can crank out four 
Squirrel tokens for free every 
turn. Here’s how it works. 
When it comes time to pay 
Deranged Hermit’s upkeep 
cost—don't. To the graveyard 
it goes, until Lifeline drags it 
back into the land of the liv- 
ing at the end of your turn, 
generating four more Squirrel 
tokens. During your oppo- 
nent’s turn, your Squirrels 
will all be 2/2 creatures, and 
when it’s your turn, simply 
don't pay the echo again. One 
caveat: Lifeline works on 
your opponent’s creatures too, 
but those Squirrels don't 
come back from the dead 
(because they’re tokens). To 
build a deck around this, just 
ask yourself, “What other 
echo creatures have comes- 
into-play effects?” Your 
answer: Multani’s Acolyte, 
Avalanche Riders, Radiant’s 
Dragoons, Bone Shredder, 
and so on. And you've got 
half your decklist done 
already! 


Scream.... 
+1/+1 counters 


Every Magic player 
loves the feel of top- 
decking: when you draw © 


your library at just the 
right time. You 
can double your top- 
decking chances with 
Grafted Skullcap, an 
Urza’s Saga artifact that 
enables you to draw two 
cards each turn. You do 
have to discard your 
whole hand at the end of 
your turn, though...unless 


on Mindless 
Automaton. Your Automaton 
gets beefier, and there’s no 
such thing as a wasted card 
anymore. For even more fun, 
use this combo in a deck full 
of other cards that take 
advantage of a small or empty 


_¥ by Mark Rosewater 


e’ve all heard 
. the saying 
“Cheaters never 
win, and winners never 
cheat.” But with this 
card, one player’s 
cheating is another 
player’s proactive 
top-decking. And 
cheaters do win— 
as long as they 
can remember 
just how they 
stacked that 
deck. 


“Duelist Picks & 
Tricks” was written 
by David Noonan, 
with contribution 
from Michael 
Mtikaelian. 


Classic- 


efore Urza's Saga shook up the Magic 
community last year, the most impor- 
tant cards in the Standard environ- 
ment came from the Visions set 
(which, along with the Mirage and 
Weatherlight sets, rotated out of Standard when 
Saga showed up). 

What made Visions so important was its sta- 
ble of creatures that always showed up in top 
tournament decks. Think back a year. You 
never saw a black deck that didn’t use 
Nekrataal. Every blue deck included 
at least a couple of Man-o’-Wars. 


And decks of every color dropped in 
some Uktabi Orangutans for good 
measure. 

Why were these cards so impor- 
tant? They were decent creatures that 
(at the time) did something new: they 
provided an effect when they came 
into play and then stuck around as 
permanent damage sources (in other 
words, creatures). Uktabi Orangutan, 
which destroys an artifact when it 
enters play, became very popular after 
the Tempest expansion gave us Cursed 
Scroll—the nastiest artifact to enter 
the Magic scene in a long time. 

Of course, Cursed Scroll hasn’t 
made a lot of news lately, because 
cards like Tolarian Academy and 
Time Spiral from Urza’s Saga have 
dominated tournaments since 
November of last year. But those 
cards have now been banned in most formats, 
so creature decks—backed up by Cursed 
Scroll—are more viable again. Thank goodness, 
the Orangutan is back—reprinted in the Classic 
(Sixth Edition) card set. 

So what do you do with Uktabi Orangutan? 
Simply put, you destroy an artifact with it 

and then keep it around to attack or block as 
needed. But there’s more than just that. The 
Orangutan’s destruction effect happens any 
time it enters play, from wherever it enters play. 
So if you reanimate it with an Unearth or let it 
die with a Lifeline in play, when it comes back 
from the graveyard, bobom—another artifact 
turns to dust. 

Of course, you have to be careful about 


Uktabi Or. 
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Uktabi Orangutan 


bringing an Orangutan back when you have an 
artifact in play and your opponent does not. If 
this happens, you'll have to destroy your own 
artifact. There’s no way around it. However, if 
there are no artifacts in play, you're okay. The 
Orangutan will look around to see if it can find 
an artifact to destroy. If it doesn’t find one, it’ll 
just sit in its tree and wait for you to use it to 
attack or block. 

Of course, you'll rarely want to play an 
Orangutan when it 
can't take out an arti- 
gutan fact. Orangutans 
normally take the 
place of other arti- 
fact-destruction 
spells like Crumble, 
because they give you 
two-for-one card 
advantage—you gain 
a card and your 
opponent loses a 
card. If you play the 
Orangutan and it 
doesn’t destroy an 
artifact, you lose 
both that potential 
card advantage and 
the chance to destroy 
an artifact that might 
cripple you later. 

Plus, because the 
Orangutan’s a crea- 
ture, you don’t have 
to give up a creature slot to put some protec- 
tion against artifacts in your deck. Like 
Disenchant, Uktabi Orangutan has a dual pur- 
pose, making it more versatile than Crumble. 
Thus, the Orangutan fits nicely in a lot of 
decks that disappeared during the Tolarian 
winter; decks like Sefior Stompy, MaroGeddon 
(made possible by the return of Maro), and an 
old standby—the red/green deck with Elves 
and direct damage. 

Uktabi Orangutan—it deals damage, it can 
block incoming creatures, it can be brought 
back from the graveyard in any number of 
ways, and it destroys pesky artifacts. The 
Orangutan packs a lot of business into one 
monkey. 
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‘ve been playing Magic since just before The Dark 
expansion hit the shelves, and as you might imagine, 
we have a lot of extra basic land cards in our house. 
We've used them for proxies, bookmarks, coasters, 
and most recently, wallpaper (okay, maybe not...yet). 
If your house is like ours, you have so many basic lands 
that you don’t know what to do with them all. Well, how 
about playing a game with them? 

Rummy Land is a game that uses only Magic basic land 
©, cards as components. It’s sort of a cross between traditional 
) card games and crosswords—you play sets of three cards from 
* & your hand to the table, but you also must build on the cards 

* that other players play. 


The Deck 
To play Rummy Land, you'll need to create a single deck of 


land cards that all the players will use. You'll need an equal 


number of islands, swamps, mountains, forests, and plains. 


i To ensure that each player gets an equal number of turns, 
use the following chart when creating the deck. 


2 Short game 50 
-“Mediumgame 16 ##$80 
Long game 20 100 
3 : is sti‘<é=éséésgG 
4 20 100 


Once you've pulled all those lands from your land box or 
out from under your coffee mugs, shuffle the deck and get 
ready to play. 


Player Seating 

Players should sit opposite one another at a table (or on the 

floor, possibly between rounds at your next tournament). If you 

| play with three, have all players sit at right angles to one 

another. With four players, put each player at a compass point. 
The seating position is important because you'll play your 

cards so they face you, thus “marking” them as your cards. 


| How to Play 
| First, randomly determine who will deal, and 
| hand that player the deck. The dealer should 
| shuffle and deal seven cards face down to 
each player. Then put the remaining cards— 
a the library—near the dealer; that player will 
replenish cards during the game. 

Next, players look at their hands, and the dealer gets the 
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first chance to play. The first play must be a run of three 
cards. What’s a run? Three lands that are adjacent to one 
another in the mana color wheel. These runs must be played 
on the board in color wheel order. 

For example, if your hand consists of three islands, one 
mountain, two plains, and one forest, you could play a run of 
island, plains, and forest, or play a run of mountain, forest, 
and plains (in that order). Keep in mind that the color wheel 
can spin clockwise or counterclockwise. In other words, you 
can play island-plains-forest or 
forest-plains-island, but you can't play plains-island-forest. 

If the dealer doesn’t have a run of cards, the next player to 
the left gets the chance to make the first play (and so on). If 
no players have a run of cards to play, shuffle and deal again. 
After the first player’s turn, play proceeds normally through 
the turn sequence. And don't forget to lay down your cards so 
they face you! 


Turn Sequence 

Each turn, you'll play a set of exactly three cards, laying them 
on the table in a horizontal or vertical line (no diagonal plays 
are allowed), then you'll draw three cards from the library to 
replenish your hand. 
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After the first player lays down the opening run, two new 
wrinkles emerge. The first card you play must be placed on 
top of an existing and identical card already in play. So, in the 
example above, if you wanted to play mountain, forest, and 
plains, you must place the mountain on top of a mountain 
already on the table. But you can’t cover an entire set already 
on the table in one play—at least one card in your set of three 
must be played in an 
empty space on the table. 

After the first run is 
on the table, players can 
also lay down a set of 
three. For example, if you 
have three islands, one 
mountain, two plains, 
and one forest in your 
hand, you could lay down 
all three islands in a hor- 
izontal or vertical row. 
As with playing runs, the 
first card of a set must be 
played on top of an iden- 
tical card already on the 
table, and at least one of 
the three cards must be 
played in an empty space 
on the table. 

If a player can’t make a 
play, that player loses 
that turn and doesn’t draw cards that turn. After the library is 
exhausted, all players may continue to make legal plays (in 
order), until they have all made as many plays out of their 
hands as possible and all players pass. Now it’s time to figure 
the score. 


Scoring 

At the end of the game, you'll have 20 or more stacks of lands 
on the table (with cards facing in up to four directions in a 
four-person game). To score, take each stack, one at a time, 
and count the number of cards in that stack. Make sure you 


don’t change the orientation of the cards as you score. 

The value of each card in a stack is equal to the number of 
cards in that stack. For example, if you have two cards in a 
stack of five and your opponent has three cards in that same 
stack, you get 10 points (2 x 5 = 10) and your opponent gets 
15 points (3 x 5 = 15) for that stack. 

Once you determine how many points each player gets 
from a stack, write 
those numbers down 
and remove the stack 
from the table. Tally the 
remaining stacks the 
same way—don't forget 
to count stacks of only 
one card!—and add up 
the scores. The player 
with the highest score is 
the winner. 


e cards must stay oriented 
to the player who played them. 


Finishing Up 
After learning how to 
score Rummy Land, the 
obvious question most 
players ask is: “Can I 
look at the cards in the 
stacks during the 
game?” This is up to you 
and the group you play 
with. The game is more 
challenging when you don't allow players to look through the 
stacks because you then have to rely on your memory, so I rec- 
ommend you don't allow peeking. In a three-person game, one 
player’s cards will stick out at right angles to the other two 
players’ cards. In this case, you should allow all players to look 
through the stacks during the game so that player doesn’t have 
an advantage. But be careful you don’t turn any cards. 

I hope you enjoy playing Rummy Land. While it may not 
make you a better Magic player, it will definitely sharpen your 
knowledge of the Magic color wheel and may give you some 
reason to hoard all those land cards. 
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bviously, the more cards you 
can stack up facing you, the 
higher your final score. So keep 
the following tips in mind. 
First, it’s always better to play 
cards on top of your own cards 
rather than on top of your oppo- 
nent’s cards because every card in 
the stack adds to the total (which 
will help any opponent who has 
cards in the stack). So, if you have a 
choice between making two new 
stacks on your turn or playing a 
card on a stack where you don’t 
have any cards, make the new 
stacks. They may be small now, but 


you can always build them up later. 

In fact, it may be better to make 
a lot of new stacks early in the 
game, so you can claim a lot of real 
estate on the board. You can then 
spend the rest of the game building 
up those stacks to make the most 
out of each one. Don’t overextend. 
yourself, though—a lot of one-card 
stacks won't add up to a lot of 
points. 

If you play a stack adjacent to 
another stack, try to place it so they 
follow the color wheel—you can 
then make plays on top of both 
stacks later on. For example, if you 


play an island next to a plains, 
you can then play a run of plains, 
island, and swamp to build up 
two stacks. 
Next, try to make it as easy as 
possible for your opponent to 
play on your stacks. You can do this 
by playing your stacks adjacent to 
your opponent's stacks (remember 
to follow the color wheel as above). 
Finally, think ahead and try to 
leave yourself a run or three-of- 
a-kind for next turn. If you have 
two overlapping runs in your hand, 
don’t play out the middle or you'll 
limit your options for your next turn. 
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». than bringing it to a grinding 


oa 


This month’s “Deck Clinic” goes digital: Michael Mazzara 


of Lakewood, California, emailed his “Big Green Stompy” 
to us, and the clinic is staffed by two gurus from the <MTG- 
Strategy-L> mailing list on the Internet—Len Blado and 
Mitch Okun. Mike says he’s having a hard time keeping his 
mana-making Elves alive in the opening turns of the game, 
and it’s hard for the deck to deal with large creatures. “First 
turn they put down a swamp, cast Dark Ritual, and cast Erg 
Raiders with Unholy Strength,” he writes. Mitch and Len 
grab their scalpels and start a-cuttin’ to make Mike’s deck 
stomp all over the post-Classic Standard environment. 

If you'd like us to consider your deck for “Deck Clinic,” 
just send a list of what’s in your deck, along with a brief 
description of its ailment, to: Deck Clinic, c/o Duelist, P.O. 
Box 707, Renton, WA 98057-0707, or to 
<duelist@wizards.com>. 


Len 


t first glance, much of the problem with the deck lies 

simply in inefficient card selection. Skyshroud EIf is 

inferior to Priest of Titania in a mono-green deck. 

Grizzly Bears is normally 

inferior to Albino Troll. 
However, card selection alone 
wont get us to where we want 
to go. The first problem is that 
the deck doesn’t develop fast 
enough. When it does develop, 
its threats aren't really all that 
dangerous to a prepared oppo- 
nent. If you're going to be 
spending six or seven mana on a 
card, you want that card to 
make your opponent desperately 
eye his or her library, hoping 
and praying that the top card is 
something spectacular enough 
to save the game. Verdant Force 
probably inspires more top-deck 
prayers than any other green 
creature. 

Mind your mana. The 
second problem is mana. A 
savvy opponent can simply burn 
out the Elves, and the large 
creatures arrive too slowly to 
make an impact. Two basic solu- 
tions to this problem exist. 
Either simply reduce the casting 
costs in the deck to the point 
where losing the Elves merely 
slows down the deck (rather 


halt), or abandon Elves in favor 
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,) Len Blado and Mitch Okun 


of noncreature fast mana. Since the latter solution requires a 
lot of rare, hard-to-get cards, I’ll pursue the former one. 

Three Elf cards are standouts when it comes to generating 
fast mana: Llanowar Elves, Priest of Titania, and Seeker of 
Skybreak. All of them come out in the first two turns, and all 
of them have useful abilities. If you have four of each in play, 
they can generate 100 mana—far more than you need, but 
something an unprepared opponent will worry about a great 
deal. The last “Elf” you'll need is Treetop Village—a land that 
can, with two mana, become a 3/3 creature with trample. Not 
only will it allow you to sink mana if your Priests become too 
productive, but it’s an amazingly efficient creature. 

Organically grown fatties. Deciding on the rest of 
the creatures becomes a tug-of-war between two philosophies. 
Do you want to play large creatures, or do you want to build 
large creatures? Playing big creatures means a single card will 
make a dramatic impact on the game—but at a hefty cost. 
Building up existing creatures is more tempting because you 
have a fair base of creatures to enhance, and it’s less expensive. 
And by improving the creatures you already have in play, you 
can protect the Elves from destruction (or at least make your 
opponent invest more when 
destroying them). With this idea 
in mind, the other creatures in 
the deck should be easily played, 
but effective in combat. Albino 
Troll and Simian Grunts seem to 
fit the bill nicely. Both can be 
played very quickly, and having 
the elves around makes them 
faster because the echo costs 
aren't such a burden. To finish 
up our creature selection, we'll 
choose Uktabi Orangutan and 
Spike Weaver for utility purposes, 
despite their cost. 

Unfortunately, despite the 
Verdant Forces, this creature 
complement doesn’t include 
many impact creatures. Your 
opponent isn’t going to suddenly 
sit up and be afraid because 
you've managed to get Albino 
Troll into play. But your oppo- 
nent will sit up and notice if 
you've got Albino Troll with 
Rancor on it along with a few 
+1/+1 counters. Giant Growth is 
always a solid choice for this role, 
as is Rancor from the Urza’s 
Legacy card set. My last choice 
for pumping up creatures is the 
underutilized Titania’s Boon, 
which will not only increase the 
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combat effectiveness of the midrange creatures, but protect the 
Elven mana base. 

You’ve got options. With the addition of a smattering of 
utility cards, the resulting deck has a considerably smoother 
mana curve than the original deck. If the Elves get killed early 
on, then the midrange creatures can take over, easily played just 
with land mana. If your opponent plays significant threats, you 
have creatures fast enough to block them and large enough to 
survive. And the raw speed of the deck should put your oppo- 
nent on the clock, forcing him or her to react to-your moves 
rather than the opposite. 


Mitch 


hen the Urza’s Saga card set first came out, my 
teammates and I quickly found ourselves drawn to 
the amazing amounts of mana that green can pro- 
duce with Priest of Titania and Gaea’s Cradle. The 
problem? The poor, defenseless Elves usually got 
burnt to a crisp before they had much effect. If they weren't 
Incinerated or Shocked, they'd get beat up by faster, bigger 
creatures like Erg Raiders and White Knights. So it was with 
little surprise that I read Mike was having similar problems 
with “Big Green Stompy.” I chose to concentrate mostly on 
giving Mike the best mana acceleration possible and making 
sure he can survive an onslaught. 

The bigger the prayer group, the louder the 
prayer. After attempts like Fyndhorn Elder failed to give 
green a “super Elf,” Wizards finally found the appropriate way 
to give Elven society a lot of mana: Priest of Titania. And with 
plenty of Elves worth playing, a deck with some Priests can 
certainly produce the mana necessary for big monsters like 
Rootbreaker Wurm. I increased the number of Priests in the 
deck from one to four. With the right complementary cards, 
Priest of Titania can become the key to mana acceleration. 

But it’s hard to draw the line between “another useful Elf” 


and “yet another Elf” Four Llanowar Elves is obvious. deck the other mana generators: Rampant Growth, Wild 
Skyshroud Elf also serves the same purpose; further, its ability Growth, and Fertile Ground. 
to turn any mana into red or white will be very useful if you're Giving your Elves long, healthy lives. But all 
splashing other colors in your sideboard. Beyond those two these Elves won't matter much if they get removed. Mike 
cards, though, there isn’t a huge need for the remaining Elves started off with three each of Giant Growth and Symbiosis; 
in the deck (Skyshroud Archer and Skyshroud Ranger). that’s a great way to keep them alive in the beginning, and 
Instead, I added two other Elf cards: two Elvish Lyrists and __ they'll still be useful spells later in the game. With enough 
three Seekers of Skybreak. Elvish Lyrist adds a little utility early Elves and one or two of these spells, you should be able 
(something green can always use): enchantment removal that to hold off your opponent’s first attacking creatures. Mike had 
can't be countered—for cards like Mind Over Matter and some life-gaining spells in the deck, but I would rather see 
Worship. And, of course, it adds to Priest of Titania’s power. those cards dedicated to keeping the Elves alive—then the 
Seeker of Skybreak helps in obvious ways. Once your mon- Elves will keep you alive. 
ster is on the table, you can safely attack and still bring it back With 16 Elves in the deck, it only seems natural for them to 
for defense. Seeker is also one of the few 2-power Elves avail- slip on a Coat—of Arms. Even three Elves on the table can 


able. But most importantly, Seeker can almost serve as a “Priest — survive everything in Standard this side of Arc Lightning if 
Clone” by untapping the Priest after it taps for mana, allowing _ they’re getting the boost from Coat of Arms. But be careful: 


you to get twice as much out of that Priest. Coat of Arms will affect your opponent’s Goblins, too. In time, 

We now have 16 elves in the deck, 14 of which assist in those Elves also become pretty good offensive threats. While I 
mana production. I think we can now rely on them for our originally considered changing all of Mike’s other monsters to 
mana acceleration. Let’s throw two Gaea’s Cradles in there for one creature type (Wurm), I instead chose a variety of casting 
good measure. With all this mana, we’re able to cut from the costs to help his mana curve stay reasonable. 
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Show and Fell 


You're probably tired of hearing 
about the stack, so we finally have 
some regular card-interaction 
questions for BethMo, keeper of 
the Magic rules, who loves work- 
ing through unusual situations 
that crop up on everyone’ table 

from time to time. 


If you've got a question for 
BethMo, send it to “Show and 
Tell,” c/o Duelist, RO. Box 707, 
Renton, WA 98057, or to 

<duelist@wizards.com>. 


Imagine I have a Dominating Licid 
that enchants one of my opponent’s 
critters. This creature has an upkeep 
cost. During my upkeep, can I 
declare the payment of the cost 

(i do not want.to pay it) and then 
release the Licid? If it’s possible, 
what happens? 

Not quite, but you can get the same 
results as you would have by doing that 
under Fifth Edition rules. 

Under Classic (Sixth Edition) rules, 
all upkeep costs have been changed to 
triggered abilities that trigger at the begin- 


whether youre paying them or not 
until the ability resolves, and the 
old rule about not being able to 
use a permanent’s abili- 
ties before its upkeep 
costs are paid is gone. 
If you move your 
Dominating Licid off a 
creature during upkeep, 
before its upkeep ability 
resolves, the ability will 
still resolve. However, if 
the ability is something 
like “Pay mana or sacri- 
fice this creature,” you 
wont be able to sacri- 
fice the creature, since 


ning of upkeep. You don’t need to decide YA 


‘by] Beth “BethMio”? Moursund 


you will no longer control it. So nothing 
happens. This was true under Fifth Edition 
rules as well. 


Imagine I have an Exploration in 
play. I play my first land and then I 
play an additional one, thanks to 
Exploration. Then I Boomerang my 
Exploration and recast it. Can I play 
another land again? 

Yes, you can. When a card leaves play and 
comes back, it’s treated as a brand new copy 
of the card. Each copy of Exploration gives 
you the ability to play one land in addition 
to your regular one-per-turn land play. 

Note that when you play a land, it counts 
as your regular land play unless you specifi- 
cally state that youre using a different abili- 
ty. For example, say you have Exploration in 
play and you play one land, then play a spell 
that will allow you to draw some cards. In 
response, your opponent Disenchants your 
Exploration. After all that resolves, you 
want to play a land that you just drew. You 
can't, because you already used up your reg- 
ular land play. If you had announced that 
you were using Exploration’s ability to play 
the first land, then you would still have your 
regular play available, and you could use it 
to play the second land. So it’s often a good 
idea to use Exploration’s ability first. 


I have Sacred Ground in play. My 
opponent plays Argothian Wurm. 

If I choose to sacrifice a land, does 
the land come back into play or not? 
Isn’t this an effect controlled by 

an opponent? 

No, it doesn’t come back. The land is put 
into your graveyard by a cost, not by an 
effect, and it’s controlled by you. When 
Argothian Wurm comes into play, it creates 
one copy of the triggered ability for each 
player. The cost of this created ability is 
“sacrifice a land” and the effect, if the cost is 
paid, will be to put the Wurm on top of the 
library. Each player controls his or her own 


copy of the ability. 


If I have Tainted ther in play and 
I cast Sleeper Agent, who’s going to 
sacrifice a permanent? Since my 
opponent gains control of the agent 
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as soon as it comes into play, 
do they both trigger at the 
same time, locking in the 
caster as the controller? Or 
can I give my opponent 
Sleeper Agent first and make 
my opponent the controller 
when ‘Ether resolves? 

They both trigger at the same 
time, but they’re resolved one at a 
time. Since you control both the 
triggered abilities, you get to choose 
what order to put them on the 
stack. Whichever one you put on 
top will resolve first. So you can give 
the Sleeper Agent to your opponent, 
and then Tainted A?ther will make 
your opponent sacrifice. 

If your opponent controls the Tainted 
ther, then things get a little more 
complicated. Triggered abilities con- 
trolled by the active player (the player 
whose turn it is) automatically go on the 
stack before those controlled by the 
other player—you have no choice about 
it. So if it’s your turn, Sleeper Agent’s 
ability goes on the stack first, followed 
by Tainted Ather, so the Tainted AZther 
ability will resolve first and you'll have 
to sacrifice something. (If you sacrifice 
Sleeper Agent, then the “opponent gains 
control” effect will fail and nothing else 
will happen.) But if you somehow bring 
Sleeper Agent into play during your 
opponent’s turn, then the Tainted ther 
ability goes on the stack first, and things 
work out the way you want them to. 


Will Winged Sliver wake up 
Hidden Spider? 

No. Hidden Spider triggers when your 
opponent plays a creature spell with the 
ability “flying” (under Classic rules, all 
“successfully cast” triggers change to 
“play” triggers). But Winged Sliver does- 
nt actually have flying—instead, it has 
an ability that gives all Slivers in play 
(including itself) flying. This won't trig- 
ger the Spider. Neither will casting 
another Sliver when Winged Sliver is 
already in play, since the ability only 
affects Slivers in play, not Sliver spells 
being cast. 


How does 

Phyrexian 
Devourer work with B.F.M.? 
Specifically, what is the casting 


cost of the half that does not show 


the casting cost? 

Both halves of B.F.M. have the 
same characteristics when they’re not 
in play. The casting cost, power, tough- 
ness, and expansion symbol are printed 
only on the right half, but they still 
apply to the left half. The card type 
(Summon) is printed only on the left 
half, but it still applies to the right 
half. And the name and creature type 
are split over both halves, but the full 
name and full creature type apply to 
both. (This also means that if you 
Lobotomy half of a B.F.M., you 


remove all copies of both halves.) 


T have a creature in play that is 
enchanted by my opponent’s 
Volrath’s Curse. A spell is cast to 
destroy or do lethal damage to 
my creature. In response to that 
spell, my opponent taps out to 
pay ‘l)@) to return the Curse to his 
or her hand. In response to that, 
can I sacrifice my creature to 
ignore the Curse’s ability, 
destroying the Curse before it 
goes back? 


Yes, you can. All activated abilities are 
played with the same timing as instant 
spells, so you can respond to them and 
play them in response. When you sacri- 
fice the enchanted creature, the Volrath’s 
Curse enchantment will be sent to the 
graveyard by a state-based effect. When 
the Curse ability resolves, it will try to 
move the Curse from the “in play” zone 
to its owner’s hand and fail since the 
Curse is already in the graveyard. 
(Abilities only affect cards in the “in 
play” zone unless they specifically men- 
tion another zone.) 

It doesn’t matter whether your oppo- 
nent has tapped out or not—since the 
sacrifice is a cost, and state-based effects 
take place before spells and abilities can 
be played, the Curse will already be in 
the graveyard before your opponent 
could do anything about it. 

By the way, the “ignore this ability” 
includes the “may sacrifice a permanent” 
part of the ability. You can use the ability 
several times in response to each other, 
but once one has resolved, you can’t use 
it any more that turn. 
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Los Angeles into three categories... 


Pro Tour—Los Angeles 


f you look back at the brief history of professional 


that’s happened on the Queen Mary. “The Boat,” as 
Pro Tour regulars lovingly refer to it, has been the 


Magic matches. This year was no exception, and no 
O’Mahoney-Schwartz, Jon Finkel, and Mike Long. But you 
won” and “so-and-so lost.” So, without further ado, here’s 


and the ugly. 
The good 
Aside from Steve-O’s victory 
and Worth Wollpert’s finally 
breaking his feature-match 
curse (see box at right), a 
lot of good came out of 
Long Beach. Terry Lau 
re-emerged, sparked by the 
generosity of others. Terry’s 
first deck included three 
Zephid’s Embraces. 


ry 


a 
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Magic, you can't help but stop and admire everything 


home of Pro Tour—Los Angeles and many spectacular 
Pro Tour fan can complain about a Top 8 that included Steve 
only get the full story when you get past the initial “so-and-so 


what really happened on the Queen Mary: the good, the bad, 


Tournament News 


By now you probably know the top story of Pro Tour—Los Angeles: Steven O’Mahoney-Schwartz, winning 
his first Pro Tour in an epic final-match showdown with the feared Jon Finkel. But aboard the Queen 
Mary, there was a lot more going on. As Pro Tour player Gary Wise tells it, you can divide Pro Tour- 


The Good, the Bad, 
and the Ugly Doar 


“Opening the one was nice,” said Terry, “Having the other two 
passed to me from either side was better.” This feat is more 
amazing when you consider that across the room, Mike 
Lucarello was doing the same thing! Later, Terry surpassed the 
three hugs (a nickname for Embrace) by getting passed two 
Heralds of Serra and a Phyrexian Processor in the same draft. 
Making the Top 8 is pretty tough, huh? 

Sneak attack! Mexico’s Carlos Medina delivered an 
amazing onslaught to make sure that Grand Prix—Barcelona 
champ Kai Budde didn’t share Terry’s luck. On the fourth 
turn, Kai was in control, with Cathodion in play. Carlos 
played Sneak Attack, a card most pros consider to be less than 
playable. Kai decided that Sneak Attack wasn’t enough of a 
threat to counter with the Rewind in his hand. After taking 
his turn and dropping a third creature, Kai was sure he would 
win in two or three more turns. 

Boy, was he wrong. Kai tells it: “He untaps his lands, draws 
a card, taps a mountain and puts Crater Hellion into play 
with Sneak Attack, killing all my creatures [including the 
Cathodion, thus giving Kai three unusable mana]. Then he 
taps two more mountains and puts two Winding Wurms into 
play. He declares his attack, I mana burn for 3, he attacks for 
18, and I’m dead!” 

Willing to sacrifice land? Justin Gary and Mark Schick 
played one unbelievable game in which not one, not two, but 
three land-sacrificing Wildfires were cast! Said Mark: “It was 
insane. We both knew that the other guy had a lot of crea- 
ture-kill, so when we'd used up our Arc Lightnings and Heat 
Rays, we started Wildfiring individual creatures. We went 
from 12 land to two in about four turns.” 

It’s mine! No, it’s mine! In what may be his final Pro 
Tour stop, “Daddy” John Yoo pulled off an amazing win 
against me. After watching me Confiscate his 

Phyrexian Processor on my sixth turn, John calmly 
untapped and Hushed my Confiscate away. When I 
played Confiscate again, I thought he'd at least be a little 
disappointed, but John just calmly untapped and played Hush 
again. He had two in the deck. Oh well, at least I won back 
some dignity by beating John the next day, but then I lost 
that dignity again to Igor Frayman, which brings us to... 
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The bad 


That’s right, I pulled one of the biggest bonehead plays of the 
tournament, literally forgetting to play a land on turn two. To 
many pros, this suggests that I didn’t draw a land, but I had 
lands in my hand. I just said “go” before I thought to play one. 
Fortunately, I have some other established players to keep me 
company in this category. 

Is there an echo in here? Finland’s Arto Hiltunen was 
apparently still in the aggressive Rath Cycle mindset, deciding 
in one game to play a second-turn Viashino Outrider with 
mana from a Dark Ritual. It was only at the beginning of 
Arto’s next upkeep that he realized he needed another Dark 
Ritual to pay the beast’s echo cost. 

Nobody does it like Serra. Like many a Pro Tour drafter, 
Jess Means thought Show and Tell wasn’t a playable card. He 
learned otherwise when his opponent played it on the third 
turn to bring a 20/20 Serra Avatar into play, killing Jess a turn 
later. Brian Selden faced the same situation later in that draft, 
but brought out his Gaea’s Embrace, enabling him to regener- 
ate his blocker, and won the game. 


The ugly...or at least odd 

I suppose the closest thing to a scandal in L.A. came in the 
form of an official warning against Mark LePine for throwing 
cards—at the judge! The judge, who had just ruled on a matter 
in Mark’s match against Dominic Crapuchettes, gave Mark a 
second warning, this time for throwing a card. “I was pissed 
off,” said Mark, “and I went to throw my card into the grave- 
yard, and it...went a little too far.” 

Okk is strong. Bob Maher lost a game in a side draft 
against Hashim Bello on Saturday night because he was about 
to take damage. Before the game, Hashim insisted on a stipu- 
lation in the match that if his Okk was in a position to deal 
damage, Bob would have to concede. Bob agreed, figuring that 
if nothing else, he didn’t want to be the guy killed by Okk. 
Not 15 minutes later, Bob was packing up his cards after 
blockers had been declared. 

Grace under pressure. Pro Tour—Chicago Top 8 finisher 
Ryan Fuller made perhaps the most unusual draft choice of 
the tourney. Already established as playing white, Ryan 
decided to pass an Elite Archers, generally accepted as one 
of white’s most powerful rares, in favor of Absolute Grace, a 
very potent anti-black sideboard card. “There were so many 
Pestilences at our table,” said Fuller, “I figured that by the 
time I had the mana for the Archers, it would be too late.” 

Practice makes perfect? Many top players experienced 
lows in Los Angeles. Three-time Top 8 finisher Chris Pikula 
and Pro Tour—Mainz champ Matt Place—both members of 
Team Deadguy—dropped after going 0-3, while Matt Vienneau 
and “Tron” Peter Ripley were among those who started their 
day with four straight losses. Place, who did exactly three prac- 
tice drafts in preparing for Mainz, felt the reason for his poor 
performance was obvious: “I practiced too much,” he said, not- 
ing that he did five Rochester Drafts to prepare for L.A. It just 


goes to show you it’s possible to work too hard. 


Gary Wise finished 21st at Pro Tour—Los Angeles. And it’s OK, 
Gary—Duelist editors forget to play land every now and then, too. 


Wollpert breaks 
feature-match 
streak in L.A. 


ver feel there are some matches you 
just can’t win? Pity Worth Wollpert, 
who was 0-14 in feature matches 
during two years on the Pro Tour. 

Each round of a major tournament, organ- 
izers select a few “feature” matches, which 
are played at tables surrounded by specta- 
tors. Feature matches typically include some 
of the more famous names in Magic, and in 
later rounds match two opponents who are 
“on the bubble”—the winner will make it 
into the final rounds, and the loser won't. 
And the one who didn’t make it was usually 
Wollpert. 


our—Los Angeles, but he pro- 
the feature tables throughout 

t, going 4—0. Who'd he beat? 

4; Jon Finkel, Svend Geertsen, 
and Brian ker-——some of the toughest 
players in th 

Now the 


you can’t win. 


f ae 
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Atten-HUT! 


At its heart, soldiers, Magic isn’t a 
very nice game. It’s all about big 
monsters, scary spells, and eliminat- 
ing your opponent's life. So if you 
were attracted by the unicorns and 
pixies, this ain’t the outfit for you. 
Turn in your cards and go home. 

But if you want to learn combat, 
= listen up good. We're going to run 
through some basic drills this month 
and teach you to put the hurt on the 
enemy. Any Magic veteran knows 
this stuff by heart, and they'll teach it 
to you—teach you by kicking you 
and your deck to the curb, that is. 
But listen good and you won't embar- 
rass yourself or your drill sergeant. 


@ BEGINNING OF COMBAT 
(play instants) 


DECLARE ATTACKERS 
(declare, then play instants) 


DECLARE BLOCKERS 
(declare, then play instants) 


COMBAT DAMAGE 
(damage goes on the stack, 
then instants) 


END OF COMBAT 
(end-of-combat triggers go 
on the stack, then instants) 
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V4 Magic Boot Camp 


Know the steps 

When you're going into combat, you've 
got to know what to expect, and that 
means knowing the combat steps: 
beginning, declare attackers, declare 
blockers, combat damage, and end. 
You've got to know the order by heart, 
soldier, or a war dog like me will roll 
right over you. (For a while at least, 
you greenhorns may catch some veter- 
ans who were too lazy to learn the new 
rules. Serves ’em right—I got no 
respect for the lazy.) 

Whenever you're in a fight, work 
through those steps in order—and think 
for a second. I’ve been training recruits 
since you wore diapers, and I can’t tell 
you how many good soldiers got sent 
home to mama because they didn’t stop 
and think before they declared an attack 
or a block. This ain't no video game, 
soldier—you've got the time, so go slow. 


Watch those 

booby traps 

The reason you want to go slow is that 

all kinds of ambushes can happen in 

between the steps. For example, maybe 

you're depending on Regal Unicorn 

to block the enemy’s Cat Warriors. 

Wrong, recruit! Drop and give 

me 20! Go on, we'll wait. 

The enemy loves to play 

instants after declaring attackers, 

and he (or she—this is the army 

of the 90s) plays Lightning 

Blast, targeting your } 
Regal Unicorn and send- 
ing it to the graveyard 
before you get a chance | 


\ 


to declare a blocker. 

Much as I like dead uni- ff 

corns, I hate surprise 
Lightning Blasts. 

The enemy can be 

tricky on defense, 


by) David Noonan 


too. Every Magic player since the begin- 
ning of time looks at the table and does 
the math before making any combat 
moves. In other words, you compare your 
creatures’ power to the enemy creatures’ 
toughness and vice versa. You think to 
yourself, “If the enemy attacks with Lost 
Soul, I can block with Daring Apprentice. 
Or maybe Wall of Air, or maybe both.” 
But the enemy might have set a trap. 
After you declare blockers, it’s time for 
more instants and abilities. When your 
enemy plays Giant Growth on the Lost 
Soul, you're doing the math all over again, 


and it don’t look pretty. 


Line up! 

Time for a drill! 

Here are some basic questions, troops. Get 
’em right, or do a lap around the barracks. 
And call me “sir,” or you'll be peeling 
potatoes for the whole company. 

When should I play damage-prevention 
spells and abilities like Healing Salve? 

You want to wait until you know you'll 
need it. It goes on the stack too, so you 
can usually wait until the combat damage 
step. But if your opponent plays 
Lightning Blast on your creature early on, 
use it then and there. 

If I'm attacking with a creature, when 
should I play Terror to destroy an enemy 
creature? 

Tough choice, private. If you wait until 
after the enemy declares blockers, your 
attacker still counts as blocked, so no 
damage goes to the enemy. But if you 
play Terror before the declare blockers 
step, the enemy may be able to choose a 
different creature to block. 

What if I play an instant to return my 
creature to my hand during the combat 
damage step? 

Smart move, soldier! The damage is 
already on the stack, so any instants you 
play during the combat damage step 
resolve first. Your creature goes back to 

your hand but the damage it dished 
out stays on the stack. 
When you get to the bottom 
of the stack, your creature’s 
damage still hits the enemy, 
but the enemy creature’s damage 
has nowhere to go, so it’s wasted. 
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DCI News 


The new banned list 
and errata 

Why does this quarter’s Banned and 
Restricted List have more cards banned 
in the Standard environment than any 
previous list? Simply put, the current 
Standard environment is dominated by 
decks that are not good for the health 


of the game. Too many combination 


decks are winning much too often and ¥ 


much too quickly. These decks detract 
from the interactive element of the 
Magic game that makes tournament 
play interesting and enjoyable. 

When the current problem cards 
were designed, the Standard envi- 
ronment was considerably differ- 
ent from what it is today. A 
dominant deck type at that 
time was the slow blue/white control 
deck. The speed of Tempest was a delib- 
erate response to this slow environment 
and introduced cards that were “faster” 
than their predecessors. 

Additionally, new combination cards 
were released as a part of the Urza’s 
Saga card set. Because combination 
decks hadn't been a problem for years, 
these new combination cards did not 
receive the attention they deserved dur- 
ing the set’s development. Once com- 
bined with the fast cards of Tempest, 
these combinations came into play 
much more quickly than expected. 


Card-by-card analysis 
DREAM HALLS: Magic R&D has been 
concerned with this card for quite a 
while, because it essentially allows play- 
ers to ignore a spell’s casting cost. In 
general this may be acceptable, but when 
combined with card drawing, it becomes 
problematic. 

EARTHCRAEFT: This was a key card 
in many of the combination decks that 
generated infinite mana. The “cost” of 
tapping a creature proved insufficient 
when that creature could easily be un- 
tapped or replayed over and over again. 

FLUCTUATOR: There was more 
debate over this card than any other 
card on the list. In the end, Fluctuator 
was banned for the same reason that 
Recurring Nightmare was banned. With 


APRIL 1 BANS 

Standard Constructed: Dream 
Halls, Earth 1c 
Lotus Petal, 

Recurring Nightmare, and Time 
Spiral are banned. 

Extended Constructed: Memory 
Jar is banned. 

Urza Block Constructed: Time 
Spiral, Memory Jar, and Windfall 
are banned. 

Classic-Restricted Constructed: 
Candelabra of Tawnos, Copy 
Artifact, Maze of Ith, Mishra’s 
Workshop, and Zuran Orb are 
unbanned. Time Spiral and 
Memory Jar are banned. 

Classic Constructed: Maze of Ith 
is unrestricted. Memory Jar and 
Time Spiral are restricted. 


MARCH 1 ERRATA 


The following errata have been 
issued for the “free” creatures 
(Cloud of Faeries, Great Whale, 
Palinchron, and Peregrine Drake): 
“When [this creature] comes into 
play, if you played it from your 
hand, untap up to [the appropriate 
number] lands.” Also, Priest of Gix 
has the following errata: “When 
Priest of Gix comes into play, if 
you played it from your hand, add 
@®® to your mana pool.” 


the top tier of combination decks elimi- 
nated, the Fluctuator deck would move 
to the forefront. 

LOTUS PETAL: This card enables 
many combination decks to get their 
combinations into play much earlier 
than they otherwise would. It serves 
only to speed up the environment. 


Furthermore, it enables 
combination decks to use 
multiple colors for free. 
Banning Lotus Petal allows 
certain combination cards to 
remain in the environment that 
may otherwise have been banned 
(such as Yawgmoth’s Will). 
MEMORY JAR: Urza's Legacy has 
introduced another card, Memory Jar, 
that lends itself toward the combo- 
deck archetype. Many players have 
brought to our attention the fact 
that this card, while perhaps 
not as strong as some of the 
other cards that were banned, 
is nonetheless strong enough 
that its presence diminishes the 
tournament environment. 

RECURRING NIGHTMARE: his 
was a difficult decision. Although 
the errata to the “free” creatures (see 
below) helps, the power of Recurring 
Nightmare deck archetypes would 
still be too strong, especially when 
combined with Survival of the 
Fittest (another card that was con- 
sidered for banning). Even though 
this deck is clearly not as fast as 
Time Spiral decks, R&D feels that 
once Time Spiral was banned, the 
Recurring Nightmare deck would 
have become dominant. 

TIME SPIRAL: This was the key card 
in too many combination decks. Its 
power to yield seven new cards for 
essentially no mana was unbalancing. In 
development, R&D thought that six 
mana would be enough of a drawback, 
but that turned out not to be the case. 

WINDFALL: This card yields too 
many cards for too low a cost. In a deck 
that can empty its hand quickly, this 
card is unbalancing. 

THE MARCH 1 “FREE CREATURES” 
ERRATA: Said Magic lead designer Bill 
Rose: “With this template it’s obvious 
you don’t get to untap lands (or in the 
case of Priest of Gix, add mana to your ~~ 
mana pool) when you put the creature 
directly into play with an ability such as 
Recurring Nightmare’s or Sneak 
Attack’s. Remember that ‘played’ is not 


” 


the same as ‘put into play. 
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Inside DOEOMINGQUA | rvancenmevermott 


Answers to your 
storyline questions 


I’m still confused about the 
timeline. 

After telling the story of the 
Weatherlight and its current-day (4205) 


s adventures in and out of Rath, we 


jumped way back in time—way back 
to 3285. The Urza block (3285 to 
4179) details the history of how the 
Weatherlight and the rest of the Legacy 
came into being. We'll catch up to 

our intrepid crewmembers again in 
October of this year. (For how the card 
sets and novels stack up on the time- 
line, see “Dominian FAQ” in Duelist 
#34, p. 28.) 


Teferi is a student in Tolaria 
trapped in a slow-moving time 
bubble, but in the Mirage, 
Visions, and Weatherlight card 
sets, Teferi is older—so what 
happened? 

Teferi enrolled at the Tolarian 
Academy in 3302 at a very young age, 
and he is seen as a student in the Urza’s 
Saga and Urza's Legacy card sets. He 
became trapped in an extreme slow- 
time bubble when Urza’s time-travel 
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experiment exploded in 3307. Teferi 
was trapped there for 20 years of 
Tolarian time before his friend and 
classmate, Jhoira, dreamed up a way 
to rescue him. 

Teferi becomes a planeswalker 
in between his Academy days and 
the Mirage War. The events of the 
Mirage block occurred around 4200, 
nearly nine centuries later, so I guess 
he is older. 


Were Ertai and Teferi class- 
mates? 

Ertai, on the other hand, was a stu- 
dent at the Tolarian Academy in 4200, 
also starting at a very young age, until 
he joined the Weatherlight crew in 
4205. Both students were protégés of 
Barrin’s, but 900 years apart. 


If Barrin is hundreds of years 
old, why is Hanna so young? 

Hanna was born after Barrin had 
already aged a lot (by mortal stan- 
dards), in 4180. Most wizards are 
long-lived because magic can 
extend their lifetimes far beyond an 
ordinary mortal’s years. Barrin also 
has a few other advantages—cour- 
tesy of Tolaria—that are unavailable 
to other wizards. Eighty years after 
the time explosion, Barrin and his 
spouse, Rayne, started living (off 
and on) in one of Tolaria’s slow- 
time environments. Subjectively, 
only a few decades passed for them, 
whereas a few centuries went by for 
the rest of Dominaria. Also, the 
waters of slow-time environments 
seem to affect the human metabo- 
lism, slowing down the process of 
aging. It’s possible that the con- 
sumption of enough slow-time 
water will slow aging nearly to a 
stop. Urza’s tinkering seems to have 
created a fountain of youth—no 
wonder he wants to keep Tolaria 
secret from everyone. 


and Scott McGough 


How long before Urza’s 
birth did the Phyrexians 
show up? 

As teenagers in Tocasia’s camp, 
Urza and his brother Mishra uncov- 
ered Thran artifacts that were 
roughly 5,000 years old. By Urza's 
estimate, Phyrexia splintered off at 
about the same time these artifacts 
were created. The height of the 
Thran Empire is thought to have 
occurred a few centuries before the 
splintering. 


Who created the Legacy, the 
Thran or Urza? 

Urza did. The idea of creating a 
Legacy came to Urza in 3320, after he, 
Barrin, and other scholars returned to 
the time-wracked island of Tolaria. 
Many of the Legacy pieces, if not the 
synergistic whole, were greatly influ- 
enced by Urza’s studies—and idoliza- 
tion—of Thran artifacts and methods. 


Why is there a picture of the 
Weatherlight in the Thran 
Tome? 

The Thran Tome is not some 
ancient Thran relic that Urza dug up 
in an archeological dig. It is Urza's 
journal on the Thran. It contains 
annotations about his research on the 
Thran and their artifacts, plus ideas of 
his own that were inspired by various 
Thran findings. It includes informa- 
tion on various Legacy artifacts and, 
in fact, 7s one of the Legacy artifacts. 
The Tome is currently housed aboard 
the Weatherlight, and has significantly 
assisted Sisay and Hanna in their 
search for and understanding of 
those artifacts. The Tome is magical 
and reveals different information to 
each reader. 


Rob King’s thrilling novel Time Streams 
is now available and contains the entire 
story of Urza's Legacy. Watch for Loren 
Coleman’s novel Bloodlines, available this 
summer, for the Urza's Destiny story. 


All dates are given in Argivian Reckoning (A.R.), which 
dates from the birth of Urza. 


iby) Mike Flores 


he Magic scene outside 

Renton, Washington, is cur- 

rently buzzing about two 

things: the April 1 “broken 

card” bannings and the 
release of a competitive new set, 
Urza’s Legacy. Together, these have 
thrown tournament Magic on its ear 
and given us a fresh look at both 
Limited and Standard play. 


WHAT’S OUT: 
School of Combo 


There was basically one viable 
deck in Standard after this year’s 
Duelist Invitational: mono-blue 
Dream Halls. This deck used 
Dream Halls to play costly spells, 
like Mind Over Matter and Time 
Spiral, for free. Eventually generat- 
ing nearly infinite mana by discard- 
ing cards to Mind Over Matter and 
untapping Mana Vault, Dream 
Halls players would deplete the 
opponent's library with Stroke of 
Genius. 

No deck could beat Dream Halls 
consistently—not even the pros. 
Both Randy Buehler and Chris 
Pikula had turn-three kills ready 
with their Suicide Black decks in 
Barcelona?..and both died a turn 
before they could win! 

When Dream Halls and Time 
Spiral were banned in Standard, the 
best combo deck was effectively 
removed from the environment; 
every other deck became more 
viable. Wizards took it a step fur- 
ther, though, and crippled the other 
dominant combo deck (Rec-Sur) by 
banning Recurring Nightmare and 
issuing errata on abusable mana- 
engine creatures (like Great Whale 
and Priest of Gix). Looking ahead 
to an as-yet-undeveloped strategy, 
Wizards took out Fluctuator, Lotus 
Petal, and Memory Jar as well. 

The result? Standard is now a 
place where players actually have to 
interact with their opponents and 
their opponents’ decks, rather than 
simply taking a win or loss accord- 
ing to who draws their combination 
cards first! 


WHAT’S IN: 
The Attack Phase 


Just as Standard has been dominated by 
ultrafast combination decks, winning in 
Limited Urza’s Saga play has been 
accomplished primarily by black- 
based control decks. “Beatdown” in 
Saga Limited consists of attacking for 
seven turns with a lone Ravenous Skirge 
while controlling the board with Pestilence. 

Banning Dream Halls, Time Spiral, 
Recurring Nightmare, and so on makes 
creature decks viable in Standard play: look 
for Sligh, Stompy, and weenie decks in 
black or white to return. 

Rancor from the Urza’s Legacy expansion 
has made beatdown a viable strategy in 
Limited play, as well. The threat of a 4- 
power creature on turn two (such as Rancor 
on Goblin Patrol, Pouncing Jaguar, or Wild 
Dogs) makes fast attack decks attractive 
even in the face of incredible board control 
from Catastrophe or Pestilence. Because 
Rancor gives the enchanted creature tram- 
ple, aggressive players can now run over 
annoying blockers rather than have their 
creatures forever tied up by them. And 
because Rancor returns to the owner’s hand 
when the creature it enchants leaves play, 
that player can quickly summon up another 
dangerous creature—with 2 more power— 
to continue the assault. 


cea > “ 
SSriooy 
Stompy: Sometimes called “‘Sefior 
Stompy,” this refers to a mono-green 
weenie deck with a lot of one-casting- 
cost creatures like Llanowar Elves and 
Rogue Elephant. Stompy is very fast 
and specializes in winning creature-on- 
creature battles with attacker-boosting 
instants like Bounty of the Hunt and 


STORY OF THE MONTH: 
Total Dominance 
his story comes to us from 
Steve O’Mahoney-Schwartz’s 
total dominance of the Top 8 
at Pro Tour—Los Angeles this 
spring. Everything seemed to 
go right for Steve in the final draft: his 
deck had multiple power cards, includ- 
ing Befoul, Corrupt, and Pestilence. 
No one could hold Steve back, not 
even ¢wo Pro Tour champions—not 
even one named Finkel! 

His victim in the quarterfinals? 
None other than 1997 Pro Tour—Paris 
champion Mike Long. 

In the fourth and deciding game of 
the quarterfinal match, Steve went 
first and played a swamp. Long made 

an aggressive play of forest, followed 
by Pouncing Jaguar. Then Steve 
responded with a second swamp, 
Dark Ritual, and Befoul...not on the 
Pouncing Jaguar, but on the forest! 

Long was unable to pay the echo 
cost, and the Jaguar died. A couple of 
turns later, Long played another forest 
and Acridian. Steve repeated his earli- 
er play and Befouled Long’s second 
forest, leading to the Acridian’s death 
next upkeep! 

With these two powerful plays that 
simultaneously destroyed both a land 
and a dangerous creature, Steve 
achieved a colossal lead, making 
recovery all but impossible for Long. 

Can you say “card advantage”? 

Mike Flores, <madmanpoet@ yahoo.com>, 


provides the outside look at the Magic game 
every month in the Duelist. 
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and you could lose a leg. 
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Contest Rules 
1. To Enter: Write your name, age. address, and oi ona 
and mail it to Wizards of the Coast, Inc. (“Wizards”): No 
be accepted. You may enter as many times as you wish. 

age, mailing address, and phone number to qualify. NO. 
must be received before midnight (Pacific Tle), aly 3 


2 a ay 
ea) *- 2. Prizes: 1 Grand Prize: One Grand Prize will be aw sisting 
r r ov Plete sets of each Magic® expansion released for one year ing October 1999, four 
“4 h , L (4) Ultra-Pro© collector's binders, a two-night vacation to § eae 


$500 cash) and admission to the Magic® Prerelease tol 
Wizards of the Coast Game Center. Collectively, this priz 


ee 
° 4 copies of every Magic® card printed for S83".06 ees 
1999. Each prize has an estimated maximum value of $5 


one ye ar taxes are responsibility of winner. These prizes are guaranteed 


transferable, assignable or redeemable for cash. No s 


a Trip for 2 to Seattle eae fare and hotel able. Winners WRK 


3. Odds of Winning: The odds of winning 


* Exclusive tour of the Wizards of the Coast """"""" 
4. Eligibility: Void where prohibited or. re 

headquarters ee 

* Free admission to the October 1999 ot notinaton or fol pas, Weal pen 
Prerelease Tournament at the | : 
Wizards of the Coast Game Center sh wines, ae 

° $500 CASH tae aie 

* Complete set of 3 Magic the Gathering Mashing 08 

action figures | _ etic 


* Set of 3 Magic mie caer tees 


This contest is sp 
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The release of 
the Classic 
(Sixth Edition) 


card set brings with it a 


sizable set of rules 
changes. I don’t think any 
fundamental Magic strate- 
gies will change, but 
starting June 1, a number 
of little things will work 
differently. 
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Add J white mana 
to your mana pool, 
Tapping this artifact 
can be played 
ay an interrupt. 


think the Sixth Edition rules are both sim- 

pler than the old ones and more strategically 

interesting. My hat is off to the design team 

for pulling off this feat. More importantly, 

my brain is busy trying to figure out all the 
new strategies that are available. This month 
I’m not going to focus on any one game or play. 
Instead, I want to look at a potpourri of differ- 
ent ways to use Sixth Edition rules. These all 
came up in February at the Due/is¢ Invitational 
in Barcelona, which was played completely 
under the new rules. 


You're playing a Classic (Type I) match 
against Chris Pikula. ‘He's playing an old- 
school blue/white control deck full of permis- 
sion, with just a few ways to win. You're 
playing a recursion deck that tries to get 
Tolarian Academy into play along with a 
bunch of cheap artifacts so you can generate 


21 Deewtnoy tater homcreacire 
with ousting cost equal 
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JON FINKEL 


Layers of Simplicity 


infinite mana and use Stroke of Genius to 
deplete Chris’s entire library. 

The bane of your deck is the evil “Mox 
Monkey” (Gorilla Shaman, which can destroy 
multiple artifacts). If Chris gets Gorilla 
Shaman into play and you don’t win immedi- 
ately (before Chris untaps), you just aren't 
going to win. Early in game two, you have in 
your hand (among other things) Abeyance, 
Force of Will, and a nonessential blue card. 
Chris plays Gorilla Shaman with only one 
Tundra (a land that can provide blue or white 
mana) left untapped. What do you do? 


Play Abeyance as a response. According to 
Sixth Edition rules, you will still be allowed 
to add new spells to the stack after Abeyance 
resolves. Force of Will is now just an instant 
that targets any spell on the stack, so you'll 
still be able to counter the Shaman at any 
point before you let the Shaman resolve. 

If you play Abeyance in response to Chris's 
Shaman, Chris has to decide whether or not 
to let your Abeyance resolve. If he doesn’t stop 
your Abeyance, then he won't be able to play 
any more instants for the rest of the turn. That 
means (if the Abeyance resolves) you can use 
Force of Will to counter the Shaman and 
Chris can’t even try to counter your Force of 
Will! In order to defend his Monkey, Chris 
has to counterspell both the Abeyance and 
your Force of Will. That’s not easy to do. 

Jon immediately saw this logic. He played 
Abeyance and Chris pretty much had to say 
“Okay.” Then Jon drew a card, played Force of 
Will on the Shaman, and went on to win the 
game. Of course, Chris won the other two 
games and the match, but this Abeyance trick 
is still a good one to keep in mind when you're 
playing Extended or Classic. 


You're playing against me, Randy Buehler, in 
Duplicate Sealed (where everyone builds 
their deck from the same set of cards) and I 
have an Intrepid Hero out. You've got a Jack- 
alope Herd and a random creature enchanted 
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'8,T: Shadow Licid loses this 


ability and becomes a 
creature enchantment that 


cao1__ ‘99 Card 


md 
G.7: Slippery Licid loses reads ‘Enchanted creature 


gains shadow." Enchant 
target creature with Shadow 
You may pay B to end this 
effect. 


RANDY BUEH 


with Slippery Licid. (This Licid doesn’t 
actually exist, but Mark Rosewater 
invented some new cards to spice up the 
Duplicate format. The Slippery Licid 
makes the enchanted creature untar- 
getable.) You've used Wave of Terror to 
kill off all my creatures, leaving me only 
the Hero. I’m at 3 life and will die if I 
don't kill your 4/5 Jackalope Herd. What 
do you do? 


Wait for me to activate the Hero’s ability 
and attempt to kill your Herd. You can 
then respond by snapping your Licid off 
your other creature and, under Sixth Edi- 
tion rules, you can let that resolve and 
then add a new fast action to the stack. So 
after the Licid snaps off your other crea- 
ture, you can snap it onto your Jackalope 
Herd. Then you can let my Hero’s ability 
resolve, but it will fizzle because your 
Herd is now untargetable. 

My Hero is now tapped, so you can 
attack and kill me. With nothing in my 
hand, I figured I was more likely to win 
this game by going ahead in the hope that 
Brian didn’t see this Sixth Edition rules 
trick, rather than chump-blocking with 
the Intrepid Hero. Not surprisingly, he 
saw it and J lost. 


This came up multiple 
times so I won't bother 
attaching any names to 
it. Your opponent 
attacks you with a 2/2 
creature of some kind 
and you have a Wizard 
Mentor available to 
block that doesn’t have 
summoning _ sickness. 
What do you do? 

The answer is block 
with the Wizard Men- 
tor. You can let both 
creatures deal combat 


If you play any spell, return Jackalope 
Herd to owner's hand, 


There’ litele more demeaning chan gexning 
your barr kicked by a bunch of bumnies. 


damage to each other 
and then, as a fast 
action before combat 
damage resolves, acti- 
vate the Mentor’s abil- 
ity and return it to your 
hand. Because the Mentor has already 
dealt its damage, your opponent’s 2/2 
creature will still die even though the 
Mentor isn’t in play anymore. 

Meanwhile, your Mentor doesn't die 
because it’s back in your hand. This 
trick works because you 
are no longer limited to 
damage prevention effects 
after combat damage is 
dealt—now you can use 
fast actions of any kind. 

This situation didn’t 
actually happen that much 
at the Invitational because 
everybody knew about the 
trick. What did happen 
was that Wizard Mentor 
got picked very early from 
the Urzas Saga booster 
packs during the draft, 
and when your opponent 
had a Wizard Mentor out, 
you didn’t attack with 2- 
toughness creatures. 


One similar trick that I 
did see happen came up in 
my match against David 


Price. I had Phyrexian Broodlings and a 
Giant Cockroach on the table. Dave 
attacked with a Phyrexian Ghoul. | 
blocked with the Cockroach, let the crea- 
tures deal damage to each other, and then 
before combat damage resolved I sacri- 
ficed my Cockroach to put a +1/+1 
counter on the Broodlings. 

If Dave had attacked with another 2/2, I 
could have blocked and killed it with the 
Broodlings, and the Broodlings would 
have survived combat since its toughness 
became 3_ before damage 
resolved. Of course, Dave saw this and 
therefore only attacked with one creature. 

See what I mean? Sixth Edition rules 
add a whole new layer of interesting 
strategic complexity to combat. Yet the 
timing rules are simpler and more uni- 
form than they have ever been before. 


combat 


Randy should know all about Sixth Edition 
tricks. He wrote the official guide. Check out 
his Strategy Guide to Classic (Sixth Edi- 
tion), due out in May. And, if you see an 
interesting situation that might make a good 
subject for this column, email Randy at 
<buehler@stargate.net>. 
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deck is a key- 
stone of Magic. No matter 


how many rules changes, t’s been nearly two years since I first wrote 
set rotations, and card about the Sligh deck. Since then, the term 
“Sligh” has grown to encompass every fast 


banning/restrictions we go mono-red deck, regardless of whether it fol- 

lows the Sligh mana curve or not. The latest 
incarnation of the creature/burn deck is built 
around the Urzas Saga card Goblin Lackey, so 
it’s been dubbed “Lackey Sligh.” Goblin Lackey 
has the ability to drop other Goblins directly 


j into play, letting you slam an opponent with 


through, swarming and 
blasting your opponent 


continues to win games. 


creatures even more quickly. 


BUILDING THE DECK 
First, the creatures. Start with four Goblin 
Lackeys and then pick a bunch of Goblin 
! friends for them to play with. If you draw a 
Goblin Lackey in your opening hand, you need a 
good selection of other Gob- 
lins in hand, so run at least 
20 Goblins in the deck. Let’s 
review the best options. 
Goblin King. He’s not 
actually a Goblin, so the Lackey can’t drop him 
into play. With a deck full of Goblins, though, 
he’s definitely worth thinking about. 
Goblin Matron. Three mana for a 1/1 creature 
is expensive. On the other hand, three mana for 


an extra card is a bargain...and the limited 
tutor effect is a bonus (and with the Lackey, 
mana cost may be irrelevant). Some players 
swear by the Matron, while 
others skip her entirely. If you 
use Matrons, use four. 

Goblin Raider. 


choice. You're almost always attacking, 


A popular 


so the “cannot block” restriction doesn’t hurt. 
Mogg Fanatic. Possibly the best Goblin ever 

printed (and it’s even better under Sixth Edition 
rules because you can deal combat damage and 
then sacrifice it). You'll definitely want four 
Fanatics. 

Mogg Flunkies. Two mana for a 3/3 creature, 
and the limitation (can’t attack or block unless 
aother creature attacks or blocks) will almost 
er affect you since you have so many other 
res. Most Lackey decks include four of 
e as well. 


ogg Raider. Most deckbuilders pass on this 


& &...you have to 
know when 
to hold back. 9 J 


The Fastest Goblin Deck on the Block 


one, since they'd rather be dealing damage with 
their Goblins than sacrificing them. Under Sixth 
Edition rules, you can sacrifice a Goblin after 
allocating combat damage, so Mogg Raider will 
probably become more popular. 

Raging Goblin. If you cast it, Raging Goblin is 
a fine choice, because it can blindside your oppo- 
nent. If you bring it in via Goblin Lackey, though, 
it might as well be a Mons’s Goblin Raiders. 
Some Lackey decks use these, some don't. 

Of course, there are a lot of other Goblins. But 
these are the current cream of the crop. When 
deciding which Goblins to use, make sure each 
one you choose is a power bargain (more power 
than cost, like Mogg Flunkies) or has some spe- 
cial ability you can exploit (Mogg Fanatic). 


AFTER THE GOBLINS 
Some Lackey decks 
stick with a pure Gob- 
lin theme (especially 
when using Goblin 
King or Coat of Arms). Other players feel it’s 
worth departing from the theme for a few top- 
quality non-Goblin creatures, such as Jackal 
Pup. Ifyou do add non-Goblins, only use four or 
so. 

Next, consider some Goblin supplements— 
cards to make your army stronger, give them 
extra abilities, or produce Goblin tokens. Many 
decks skip these cards altogether, preferring the 
pure creature/burn approach, but some have 
reported great success using them. The two most 
popular cards are Coat of Arms and Goblin 
Bombardment. In fact, under Sixth Edition 
rules, Goblin Bombardment becomes even better 
(for the same reason that Mogg Fanatic and 
Mogg Bombers work better), and more crea- 
ture/burn decks may start including it. 

Decks using Coat of Arms and, to a lesser 
extent, Goblin King should also consider cards 
that produce Goblin tokens, such as Goblin 
Offensive, Mogg Infestation, or even Goblin 
Warrens. These can rapidly increase the size of 
your army and multiply your bonus. Decks using 
Gaea’s Cradle do extremely well with the combi- 
nation of Goblin Offensive and Coat of Arms. 


Next, select your direct damage. Incinerate and 


Shock are the most cost-effective damage spells 
currently available (although Incinerate is on its 
way out; see below). Including four of one (or 
sometimes both) of these is almost a no-brainer. 
Beyond that, selections vary. If you want more 
single-target damage, Kindle is generally the 
next choice. For more flexible damage alloca- 
tion, Arc Lightning and Fireball (also on its way 
out) are the favorites, though some players pre- 
fer Rolling Thunder over Fireball. Any of the 
X-damage spells make good finishers, especially in 
combination with Gaea’s Cradle. For nonspell 
direct damage, Cursed Scroll is always a 
favorite. 

Finally, choose your lands. Nearly all your 
spells cost three or less mana, so 20 lands is 
plenty; some players go as low as 17 or 18. 
Obviously most of your lands should be moun- 
tains, but many players also include four Waste- 
lands—with all those mountains, colored mana 
isn't a problem and land destruction will cripple 
some opposing decks. Another interesting 
choice is Gaea’s Cradle. A land that produces 


green mana may seem odd in a mono-red deck, 


but with a large number of creatures, it provides 
fuel for massive X spells and makes it much eas- 
ier to play the five-mana Coat of Arms. 


Playing a Sligh deck is much more straightfor- 
ward than playing a tricky combo deck or blue 
counterspell deck. In some games, you'll have 
few strategic choices to make—simply play as 
many creatures as quickly as possible, use direct 
damage to remove potential blockers, and run 
over your opponent. 

Strategy can be very important at other times, 
though. When discussing strategy for counter- 
spell decks, I always emphasize the importance 
of predicting the contents of your opponent’s 
deck so you can counter the real threats. Many 
beginning players don’t realize that this knowl- 
edge is also important when playing an offen- 
sive deck like Lackey Sligh. 

For example, if your opponent has mass crea- 
ture destruction (like Pestilence or Armaged- 
don), then throwing all your creatures into play 
can be fatal. If your opponent wipes the board 


‘3 Fearless warrior. 


This Lackey deck by Devon 
Miller was listed on the Dojo 
(www. thedojo.com) top ten 
"decks to beat” list for March 
1999. 


Creatures (24) 


4 Goblin Lackey 
4 Goblin Patrol 
4 Goblin Raider 
4 Jackal Pup 

4 Mogg Fanatic 
4 Mogg Flunkies 


Spells (16) 


4 Cursed Scroll 
4 Incinerate 

4 Kindle 

4 Shock 


Lands (20) 


16 Mountain 
4 Wasteland 


Sideboard 


1 Boil 

4 Bottle Gnomes 
3 Nevinyrral’s Disk 
4 Pyroblast 

3 Vug Lizard 


’ Powerful, chiseled, god-like physique. 


» Experienced forester. 


_ Strikes fear into, the heart of the 
“most hardened villain. 
Sleeps with one eye open. 


Brooding. Mysterious. Intense. Intimidating, 


' Known to many as Ray the Beheader. 
+ Wit and intelligence charm townspeople 
' and defeat enemies. 

Willing to give life in the fight against the dragon. 


Raw animal magnetism makes 


im. quite 


popular with the wenches. 
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Death is che only reward for chose who rail: 


Behind you lie the gates to the strongHold of New Jollis, tHe 
largest city in all of South Vormis. You stand in the central 
ouarter before the legendary Big Rocs’ Cafe. THe Duke 

Has declared a state of martial law until the brigands 
that Have been terrorizing His lands are defeated. 
Bren riches and fame Await the Heroes THAT 
succeed, and tHeir names sHall be 

sung by troubadours 

tHrOUGHOUT 

tHe land. 


UBIES of EVENTIDE 


Adventure and Glory 
Await you in this Radical 
New Online Role-playing Game. 


e Over 200 Race /Class combinations 
e Scores of sHops witH thousands of items 
e See what your cHaracter sees in A 3D world 


Hundreds of magic spells that you can alter to 
suit your needs 
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clean and you have nothing left in your hand, 
you're just about dead. Instead, you may need to 
nibble at him or her with just a couple of crea- 
tures at a time, forcing your opponent to make a 
difficult choice: keep taking damage or use the 
spell to destre 

On the other 


ly a couple of creatures. 
if your 


opponent has countermagic and a GLast-Ditch Effort (Sixth 


manages to survive your initial 
onslaught, you may have to bait 
out counterspells with less impor- 
tant spells so you can slip a critical spell through 
when the shields are down. Alternatively, you 
can play your more important spell first, tricking 
your opponent into thinking it’s the bait and 
something worse is lurking in your hand. 

When you're facing another creature deck, you 
have to know when to attack and when to hold 
back. Against another red deck, 
whether your opponent has another damage 
spell in hand (or successfully fooling him or her 
about your ability to play a damage spell) can 
make the difference between winning and losing. 


LOOKING AHEAD 

The Urza’s Legacy expansion is now legal in the 
Standard environment and provides two more 
Goblin choices. Goblin Medics provides an 
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excellent damage source but is fairly expensive. 
Goblin Welder begs to be used in combo decks, 
but doesn’t help much with a straight Goblin 
Lackey strategy. Plus, Last-Ditch Effort looks 
like a great finisher spell, especially when com- 
bined with the Goblin token generators. 
However, the Classic 
Edition) — set 


kink into the choices 


looks like a reat puts another kind of 
finisher spell. 9 9 


you must make when 
building this (or any other) deck in the next few 
months. Certain cards, like Incinerate, Fireball, 
and Ball Lightning, aren't in the new basic set, 
so they won't be legal for Standard tournaments 
after June 1. There are replacements for some of 
these cards (Kindle for Incinerate, Rolling 
Thunder for Fireball), but some, like Ball Light- 
ning, can’t be replaced currently. 

Over the next few months, players will try out 
the new Legacy cards and look for replacements 
for cards lost in Classic, but one thing is certain: 
Sligh will survive. # 


The name “BethMo’ is only slightly better known in 
the Magic community than the famous “Sigh,” but 
she wasn't created by Geeba. 
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Pay LIMITED RESOURCES 


BY BRIAN HACKER 


Of not being able to play 


another card if you play 
that card, or the cost of 
not having a different card 
in your hand because you 
drew that card. When your 
resources are limited, 


these costs become even 


JUNE 1999 DUELIST 


* Tempo, Tempo 


any Limited Magic games are 
decided by one player gaining a 
tempo advantage over another 
player. Mana development (how 
quickly you get mana in play) and 
mana curve (which, as I discussed in Duelist #36, 
affects how quickly you can play your cards) are 
two significant factors of tempo advantage. 

If your mana curve and land ratios are bal- 
anced, then you should be able to deploy spells 
consistently. Your second turn will have good 
second-turn spells and your sixth turn will have 
good sixth-turn plays. 

However, mana isnt the only place where 
tempo advantages can be taken. Both echo and 
cycling, first introduced in the Urza’s Saga card 
set, affect tempo in significant ways. In this arti- 
cle, I will explore these mechanics as they relate 
to tempo advantages in the latest set, the Urzas 


Legacy expansion. 


Urza’s Saga’s echo creatures were almost entirely 
of a solitary class: they were better on the second 
turn—the turn where echo would be paid—than 
they were the first turn. A good example would 
be Viashino Outrider. This is really just a 4/3 


Wall before you pay echo. But on the turn you 
pay the echo, you are effectively playing a 4/3 
creature with haste, during your upkeep, at the 
bargain cost of three mana. Rarely would you 
turn down such a bargain, so echo decisions 
prior to Legacy were usually easy—if you had the 


mana, you paid the echo! 


Legacy changes this by adding creatures’ with a 
different class of echo. Instead of being under- 
costed creatures that are Walls for a turn, these 


creatures feature “187” (coming-into-play) effects 
that usually make them better deals the first turn 
they are played. So, deciding whether or not to 
pay the echo cost becomes much more difficult. 

A good example of this tough choice happens 
with Avalanche Riders (aka “Darwin,” because 
this is Darwin Kastle’s card and bears his like- 
ness). Darwin is an excellent deal for four mana. 
He destroys a land and will often attack for 2 
damage or trade blows with an opponent’s Gray 
Ogre (another 2/2 creature). 

However, on the second turn that Darwin is in 
play, the decision to pay his echo is a tricky one. 
Now, you are paying four mana for a Gray Ogre. 
And, since you have to pay during your upkeep, 
your available mana is reduced during your attack 
phase and during your opponent’s turn. Still, 
you will usually want to pay the echo, because 
otherwise you lose a card (and possibly board 
advantage). 

Of course, there are instances where you may 
want to skip paying echo. First, Legacy and Saga 
both have several graveyard recursion cards 
(cards that can reuse creatures in your graveyard), 
which allow you to reanimate Darwin if you can 
get him into the graveyard (and thus destroy 
another land). Skipping Darwin's echo is a fool- 
proof way to accomplish that feat. So the 187 
echo creatures help make cards like Diabolic 
Servitude, Phyrexian Reclamation, and (my 
favorite) Yawgmoth’s Will shine. 

If you pay the echo, you may actually /ose card 
advantage by missing out on opportunities to 
reuse Darwin. Even if you don't have one of these 
options available in your hand or on the board, as 
long as you have several graveyard recursion cards 
in your deck, you may want to let Darwin go. 

Second, consider what your turn will look like 
if you don't pay for Darwin. If you are getting 
beaten down by flyers and have a five-mana crea- 
ture like Skirge Familiar in hand, forget about 
paying for Darwin. Dump him and get that 
Skirge into play! Maybe you have a Winding 
Wurm in hand and you've mana shorted your 
opponent by playing Darwin. Get your licks in 


with a bigger creature—drop the Wurm! If you 
are lucky enough to get a massive tempo advan- 


tage with land destruction, wrap up the game 


quickly before your opponent recovers. 

I advocate thinking about your echo deci- 
sions differently with Legacy than you did 
with Urza’s Saga. While you will usually pay 
for the creature, sometimes it works out bet- 


ter if you let the creature go after it’s done its 


thing, and make a different play. You can 
often look at these new echo creatures as a 
sorcery combined with a temporary Wall 
keep your opponent from attackit 
for a turn or at least stop some damage from 
coming through to you. If you lose Darwin 
during your opponent’s attack, then you 
wont even need to make that echo decision 


next turn. 


CYCLING IN LEGACY 
Cycling in Limited formats presents other 
difficult decisions. Lands are usually the easi- 
est cycling cards to make decisions about. 
e you hit a certain mana plateau, you can 
cycle away extra lands without fear. Cycling 
other cards is nowhere near this easy. 
For example, take a look at Cloud of 
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Faeries from the Urza’s Legacy set. If you are 
running heavy control in your Draft or 
Sealed deck (using a deck with a lot of coun- 
terspells and/or creature destruction cards), 
your decision to cycle the Faeries will 
depend on whether you think you can use 
the Faeries as creature control, perhaps 
destroying an annoying Skirge. If the game 
progresses six or seven turns and there are no 
1-toughness flying creatures in sight, it’s 
probably better to cycle the Faeries and find 
a better card. Likewise, if you are playing 
against a green/red deck (which probably 
has no small flying creatures), feel free to 
cycle those Faeries as soon as possible. 

Cycling a simple creature card like Cloud 
of Faeries differs greatly from cycling a card 
like Radiant’s Judgment. This instant-speed 
creature destruction card is very powerful in 
Limited play. However, it is sometimes diffi- 
cult to use. Your opponent may not have any 
4-power creatures and you may not have 
cards like Dragon’s Blood to help one of his 
or her creatures grow. 
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It would seem the decision to cycle is easy 
if the card isn’t immediately useful. This just 
isn’t the case. Creature destruction cards are 
the most limited resource you have in Lim- 
ited play. If your opponent finds a Wurm or 
Treefolk to bring on the beatdown a few 
turns after you cycle, your judgment to cycle 
wont seem so radiant. 

What to do? When your opponent's col- 
ors or cards don't provide any clues as to 
whether his or her deck contains any big 
power creatures, you'll have to look at the 
dynamics of the game in progress. For 
instance, if you are winning the game in 


Not paying echo costs can 
immediately change the tempo of a 
game and give your opponent yet 
another “unknown” to deal with. 


strong fashion and your opponent is teeter- 
ing on the brink of defeat, cycle the Judg- 
ment and try to find more offense. 

This doesn’t mean you should recklessly 
cycle. If your offense would be shut down by a 
big ground creature and you see two forests 
and two mountains in play, you might want 
to hold off cycling in case you need to use 
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the Judgment on a future fattie. If your 
offense is flying or unblockable, the Judg- 
ment isn’t as important. Remember that 
once Cy 
So, if in doubt, wait as long as possible when 
deciding to cycle. 


led, the Judgment is unrecoverable. 


THINK DIFFERENTLY 
When you open up your Sealed Deck or 
start drafting Urza-block cards, you will see 
a lot of cycling and echo cards. I hope these 
suggestions will be useful in these Limited 
formats. At the very least, stay aware of the 
possibility that you can use these cards dif- 
ferently than you might first 
think. Go ahead and miss pa 
ing an echo cost when it makes 
sense to ditch the creature, or 
cycle cards away aggressively 
when youre already winning to 
help cement your victory. Legacy provides a 
new complexity to these decisions. Enjoy it. 
e 


As Darwin Kastle’s roommate at the recent 
Duelist Invitational, Brian Hacker can assure 
you that you want to get the most out of 
Darwin! 
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CYCLING OVERVIEW 


was going to write about how optimistic I am about the Sixth 
Edition rules, but was told that players are probably tired of reading 
about it, so all I will say is: “I think the rules are going in a great 
direction!” That leaves me a little room to fill, so I guess it’s time for 
a bitof, Turbo Hearts. 

Turbo Hearts i is a Hearts variant ‘synthesized i in the Math and 

rsity of Pennsylvania. Both Chinese 
earts so, naturally, the rules used by 
Me rare Turbo Hearts. In the ten 


Turbo Hearts V 2.0 


A New Way to Play an Old Game 


upgrade to 0 Turbo Hearts by 
adding four rule the JD, the TC, 
Turbo Charging™, and the 
Booster Nines™ 

JD: This is a Mm | variant 
where taking the Jack of 
Diamonds scores you —10 points 
(that’s ten GOOD points!). 

TC: With this rule, the person 
who takes the Ten of Clubs dou- 
bles his or her score for the hand. 


The TC can be played on the first 


alue of that card is then 

: QS is 26, JD is -20, TC 
quadpaples score, and AH makes 
all hearts in that player's score pile 
worth two points. Also (and this 
is very important), a charged card 
cannot be played on the first trick 
in the suit of that charged card 
(unless the person who played it 
has no other choice.) 


:  canfple When the QS is 
charged, it’s common to see people 


play the Ace of Spades or King of 


Spades on the first spade round, since 
the QS cannot be played unless the 


person who charged it made the 


gutsy move of charging it singleton. 

Booster Nines™: This is the 
rule that separates V 1.0 from 
V 2.0. Whenever a nine is played 
in suit, the trick isn’t collected 
until each player has played a sec- 
ond card to that trick (following 
suit as normal). After all eight 
cards are played, the highest card 
of the suit takes the trick as nor- 
mal. Note this counts as a single 
trick for the purposes of playing 
charged cards. 

Example: You lead the Five of 
Clubs, which is followed by Four of 
Clubs, Nine of Clubs, and. Jack of 
Clubs. Now you play again, dropping 
the Queen of Spades (you're out of 
clubs), which is followed by the Ten of 
Clubs, Three of Clubs, and Queen of 
Clubs. If you Turbo Charged the QS, 
the hapless player on your right just 
took 26 points (13 x 2)! You will 

find this rule really helps you make 
some fancy moon shots. 

Naturally you can’t really play 
Turbo Hearts V 2.0 to a mere 100 
points since a single trick can easi- 
ly net you over 100. We usually 
play eight hands or until the scores 


of the players span more than 200 
points (say from 150 to 350). 


ONGOING GAMES 
Turbo Hearts is in resurgence here 
in Wizards R&D (mostly because 
Bill Rose has started logging 
everyone's scores in an informal 
league). If you just add everyone's 
score you can't tell much unless 
everybody played the same number 
of games. So Bill pretends we are 
playing for money, and players _ 
must pay the people who scored 
less than they did the difference 
between their scores after each 
game. Thus, each game is zero sum 
and adds no points to the pool. 
This simple scoring method 
can add a powerful metagame to 
most games, because there is more 
at stake than simply losing or 
winning a game—you are losing 
or gaining standing in the league. 
Players will make some crazy 
plays to keep from losing toward 
the end of a game when playing a 
single game of Hearts; now they 
have to weigh those plays against 
their overall league standings. 
These loosely organized leagues 
tend to continue until people have 
met or given up on their own pri- 
vate goals. Some players just want 
to get more points than some 
other (particular) player, while 
others want to get positive. Bill 
claims he met his goal by achiev- 
ing an incredible 10,000 points: 
more than four times anyone else’s 
score! # 


Richard Garfield is also in resurgence 
in Wizards R&D, having Turbo 
Charged BR (Bill Rose), MR (Mark 
Rosewater), and HS (Henry Stern). 
They are now worth double points. 
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JEFF MIRACOLA | PATRICK KOCHAKJI 


T’S NOT EXACTLY CROP ROTATION , but the 
release of C/assic—the sixth edition of the Magic 


trading card game—may look like a whole new farm 


to some players. Rotated out are such staples as 

Shivan Dragon and Lord of the Pit; growing in 

those fields are new favorites like Balduvian Horde 

and Vampiric Tutor. Of course, many players are old 
hands at the rotation game—they’ve seen em come and seen 
“em go, and this season’s cards-by-the-bushel is next season's 
cash crop. (They even get that arthritic feeling in their joints 
when “a new edition’s a-comin .”) This time around, though, 
things look more different than ever before—the Farmer’s 
Almanac didn’t exactly predict a change this dramatic. So just 
what’s going on? 


Sowing the Seeds 

If it ain't broke, don't fix it, right? So why fool around with Fifth 
Edition at all? The Standard environment is doing just fine as it 
is, thank you very much. 

Not necessarily, according to Charlie Catino, designer and 
developer for Magic. “If we didn’t rotate sets,” he points out, 
“then some cards might always be in the environment. And 
keeping the environment fresh makes the game more enjoyable 
for a longer period of time.” 

Joel Mick, vice president of the Magic: The Gathering 
Product Group, couldn't agree with this more. “And popular 
cards from expansion sets that are no longer for sale get back 
into the environment,” he says. Cards like Browse, Celestial 


“But those players will find this set appealing in two ways,” 
he hastens to add. “First, it'll define all the ‘extra’ cards that will 
be tournament-legal for the Standard tournament environment. 
Second, expert players who just discovered Magic in the last 
year or so will have easy access to reprints of cards from sets 
they might have missed. Alliances, Mirage, Visions, and 
Weatherlight will all appear for the first time in the Classic set.” 

These new additions, however, are carefully considered before 
making the cut. “We have to balance a lot of factors during 
development,” Charlie Catino says. “How much fun are these 
cards? Are there rules confusion or complexity issues associated 
with a particular card? How about color balance? And we need 
to keep in mind which other cards are in the environment at the 
same time. After all, we wouldn't rotate a card into Classic if a 
very similar card appears in Urza’s Destiny.” 


The Sixth Edition cards offer tried-and-true 


favorites and an updated mechanic. 


Dawn, and Pillage end up seeing play again, and that’s partic- 
ularly good for players who've just entered Magic in the past 
year or two. This, Mick says, was the original goal of the base- 
set rotations anyway: to bring back popular cards. 

“Now,” he adds, “changing the cards in the base set also 
allows us to eliminate cards and game mechanics that are 
unnecessarily confusing or complicated, making the set better 
for newer players.” (That’s why the Advanced play-level logo 
now appears on base sets.) The more complicated game 
mechanics simply move from the base set to the Expert-level 
expansions, allowing new players to learn the basics before 
tackling banding or trample. And let’s face it, some expert 
players still encounter new situations where these mechanics 
are baffling. 

“Classic,” admits Joe Hauck, associate brand manager for 
Magic, “is aimed at a different audience. From a learning 
standpoint, the expert players—who make up the majority of 
our core players—won't learn anything new from the Classic 
set. They’re not supposed to. 
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You Say, “Tomato”... 
Players are likely to notice two things 
about the new edition right away—first, 
the reduced size of the set, and second, 
the new name: Classic. 

“The name Classic,” Joel Mick says, 
“tells existing players that the cards in 
the set have been published before and, 
at the same time, tells new players that 
this is where they should begin before 
moving on to expert sets.” 

“Think of chess or backgammon,” Joe 
Hauck adds. “Magic is a classic like 
those: a game with easy rules but incredi- 
ble depth of strategy and limitless com- 
binations of play. The rules have been 
changed the way they have in order to 
build on those assets. The name C/assic 
serves as a reminder to both our compa- 
ny and our fans that in the end, our goal 
is to make Magic the very best it can 
be 


a classic game.” 

In addition to the name change, there’s 
the matter of a smaller number of cards 
in the environment. Fifth Edition had 
some 429 cards; Classic has only 330. 

According to Bill Rose, Magic lead 


What’ out 


Fifth Edition cards that aren't in Classic 


Ashes to Ashes 
Ashnod’s 


Abbey Gargoyles 
Aether Storm 
Akron Legionnaire Transmogrant 
Alabaster Potion Aspect of Wolf 
Ambush Party Atog 

Aurochs 

Aysen Bureaucrats 
Azure Drake 

Bad Moon 

Ball Lightning 
Barbed Sextant 
Barl’s Cage 


Amulet of Kroog 
An-Havva Constable 
Angry Mob 

Animate Dead 
Anti-Magic Aura 
Arenson’s Aura 
Armor of Faith 
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designer, these cuts came easi- 
ly, as most of them were com- 
mon cards. “Extra common 
cards,” he says, “didn’t add any 
value. Furthermore, we wanted 
to standardize sets.” What 
does this mean? Well, now the 
base set will contain as many 
cards as a large expansion, with 
comparable rares, making 
Classic as easy (or as hard!) to 


collect as Urza’s Saga. 


Who makes the cut? 

So the big question then: 
What’s in and what’s out as a 
result of these changes? 

“We wanted to keep the complication 
level down,” Rose begins. “We didn’t 
want to do this to Magic as a whole, of 
course—but we felt we could accommo- 
date core players through expert sets. 
The base set, though, concentrates on 
what somebody just getting into tourna- 
ment Magic needs to know. 


fire. Banding, trample, poison, protec- 
tion—these needed to come out of the 
base set and be moved into expert sets. 
“We felt we could accomplish everything 
we needed to for Pro Tour players with- 
out these mechanics in the base set,” 
Rose says. As a result, power cards like 
Ball Lightning, Colossus of Sardia, and 
Force of Nature (trample); favorites like 
Black Knight and White Knight (protec- 
tion); and even long-time standards like 
Benalish Hero (banding) and Serpent 
Generator (poison) are going away. 

Still, some cards don’t fall under these 
umbrella issues. And more importantly, 


what’s im the new set? 


New faces 

* Balduvian Horde. “A tournament-level 
card,” Rose says. “Last summer, when we 
surveyed the Top 8 decks from all the 
regionals, Balduvian Horde was one of 
the top 100 most played cards.” Asa 
player favorite, it was immediately 
included in Classic. 


“Balduvian Horde was a player 


favorite—it was immediately 


included in Classic.” 


“Some power cards, like Wrath of 
God,” Rose goes on, “satisfy new players 
and core players alike, so we left those 
cards in the base set.” 

The bigger issue wasn't individual 
cards, Rose notes. (He does say, however, 
that some cards were rotated in or out 
“so people would notice. Sixth Edition is 
different from Fifth Edition—we wanted 
to shake up the environment.”) Instead, 


some mechanics as a whole came under 


Breeding Pit 

Broken Visage 

Brothers of Fire 

Carapace 

Caribou Range 

Carrion Ants 

Cave People 

Chub Toad 

Circle of Protection: 
Artifacts 

Clay Statue 

Cloak of Confusion 

Clockwork Beast 

Clockwork Steed 

Cockatrice 

Colossus of Sardia 


Battering Ram 
Benalish Hero 
Binding Grasp 
Bird Maiden 
Black Knight 
Blessed Wine 
Blinking Spirit 
Blood Lust 
Bottomless Vault 
Brainstorm 
Brainwash 
Brassclaw Orcs 


* Browse. Rose describes this card 
as “interesting, in blue’s flavor,” and 
included it because “we wanted to 
dispel the ‘remove-from-the-game 
is gone’ rumor.” 

* Celestial Dawn. “This isn’t a tourna- 
ment card, but a lot of players have fun 
with it,” Rose says. “It’s really more com- 
plicated to rules gurus than to the aver- 
age player. It’s popular, so we decided 


that casual players needed it.” 


Diabolic Machine 
Disintegrate 
Divine Offering 
Drain Life 

Drain Power 
Durkwood Boars 
Dust to Dust 
Dwarven Catapult 
Dwarven Hold 
Elkin Bottle 
Energy Flux 
Enervate 

Erg Raiders 
Errantry 

Eternal Warrior 
Evil Presence 


Coral Helm 

Craw Giant 

Craw Wurm 
Crimson Manticore 
Crown of the Ages 
Crumble 

Cursed Land 
Dance of Many 
Dandan 

Dark Maze 

Dark Ritual 

Death Speakers 
Death Ward 
Deathgrip 

Desert Twister 
Detonate 


* Grinning Totem. “Fifth Edition had 
Jester’s Cap—a ‘marquee’ card,” Rose 
explains, “so we tried to move a marquee 
card from the Mirage cycle into Classic. 
As Ice Age defined Fifth Edition, Mirage 
will define C/assic.” This same reasoning 
applies to Hammer of Bogardan. 

* Maro. “This card is well liked, good 
for green, and has long-term staying 
potential,” Rose says. 

* Necrosavant. “We put in the 
Hammer,” Rose says, “so...” 

* Perish. “When we put in Perish, we 
knew we were curbing the ‘R&D hates 
green’ rumors,” Rose says, only half-jok- 
ingly. “We felt it was a nice clean color- 
hoser.” 

* Pillage. “This is just the kind of card 
I was looking to add to Classic,” Rose 
says. “It’s tournament level but straight- 
forward for the new player.” 

* Relentless Assault. “A popular card 
for casual players,” Rose says simply. 

* Reprisal. “This card is very flavorful 
for white,” Rose explains. “It’s a basic 
white ability.” 

* River Boa. “You got your Perish?” 
Rose asks. “Well, green needs solid crea- 
tures. The best two-mana creatures 
should appear in this color, and River 
Boa is definitely a step in the right direc- 
tion.” 

* Storm Cauldron. “This card is an 
interesting one to play,” Rose says. “A 
better player can use it more effectively 
than a beginner, but it’s still very 
straightforward. Certain cards stand out 
as being interesting—the right level of 
play, the right depth—and new players 
still understand it. Storm Cauldron is 
one of those cards.” 

* Vampiric Tutor. “Again, we wanted 
to shake up the tournament environ- 
ment,” Rose notes. 


But say goodbye to 

the following... 

* Bad Moon. “Some cards were pulled 
due to the numbers crunch,” Rose says. 
As a result, some cards had to disappear 
to make room for good cards from the 
Mirage block. “Besides,” Rose goes on, 
“with Bad Moon leaving, black weenie 
decks will need to change, and that’s a 
good thing.” 

* Blinking Spirit. “Was this ability 
white? Was it blue? We were never really 
sure,” Rose admits. “White has good 
rares already—Armageddon, Wrath of 
God, Crusade 
room to balance the other colors.” 

* Dark Ritual. “This card has had its 


timing rules changed so many times,” 


so we wanted to give 


Rose says with a sigh. “We decided not 
to burden our average player with it 
again. Besides, it’s in the environment 
anyway because it’s in Tempest and 
Urza’s Saga.” 

* Feldon’s Cane. “This was removed 
for some environment control,” Rose 
says. “We wanted to give recursion decks 
a kick.” 

* Fireball. Some cards, Rose points 
out, will probably work their way back 
into expert sets, and this is one of them. 
“But the X-plus-splitting cost of this 
card confuses new players,” he adds. 

* Jester’s Cap. “We want to give sets 
their own feel and character,” Rose 
explains. “Basically, time had just run out 
on Jester’s Cap. The new edition should- 
nt simply have all the power cards of the 
previous edition plus a few new ones. 
This way, we give Fifth Edition some 
special meaning.” 

* Mana Vault. The tournament envi- 
ronment has become a bit out of control, 
and part of this has happened because of 


fast mana. Removing Mana Vault “helps | 


Eye for an Eye 
Feedback 
Feldon’s Cane 
Fellwar Stone 
Feroz's Ban 
Fire Drake 
Fireball 

Flare 

Flood 

Force of Nature 
Force Spike 
Foxfire 

Frozen Shade 
Funeral March 
Fungusaur 
Game of Chaos 


Gauntlets of Chaos 

Ghazban Ogre 

Gloom 

Goblin War Drums 

Grapeshot Catapult 

Greater Realm of 
Preservation 

Greater Werewolf 

Heal 

Helm of Chatzuk 

Hill Giant 

Hipparion 

Hollow Trees 

Holy Strength 

Homarid Warrior 

Hungry Mist 


Hurkyl’s Recall 
Hurloon Minotaur 
Hydroblast 
Icatian Phalanx 
Icatian Scout 
lcatian Store 
Ice Floe 
Imposing Visage 
Incinerate 
Infinite Hourglass 
Initiates of the 
Ebon Hand 
Instill Energy 
lronclaw Curse 
lronclaw Orcs 
lronroot Treefolk 


Island Sanctuary 
Ivory Guardians 
Jandor’s 
Saddlebags 
Jester’s Cap 
Johtull Wurm 
Joven’s Tools 
Justice 
Keldon Warlord 
Killer Bees 
Kjeldoran 
Skycaptain 
Knight of Stromgald 
Krovikan Fetish 
Krovikan Sorcerer 
Labyrinth Minotaur 


Leviathan 

Ley Druid 
Lhurgoyf 
Library of Leng 
Lifeforce 
Lifetap 

Living Artifact 
Lord of the Pit 
Magical Hack 
Magus of the Unseen 
Mana Clash 
Mana Flare 
Mana Vault 
Marsh Viper 


Mesa Pegasus 
Mind Bomb 

Mind Ravel 
Mindstab Thrull 
Mole Worms 
Mons’s Goblin Raiders 
Murk Dwellers 
Nature's Lore 
Necrite 
Necropotence 
Nether Shadow 
Nevinyrral’s Disk 
Obelisk of Undoing 
Orcish Captain 


Continued on next page 
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limit this,” Rose says. 

* Necropotence. Again, Rose empha- 
sizes, some old good cards had to go to 
make room for new good cards. “Necro 
is a good deck,” Rose says, “but you want 
good decks to come and go. Something 
else will take its place.” As with some 
other cards, Rose suggests players will 
probably see Necropotence again in 
expert-level sets. 

* Nevinyrral’s Disk. “If you play black, 
you have a problem with enchantments,” 
Rose says, “and we want players who play 
single-color decks to have to deal with a 
weakness.” The Disk, he indicates, elimi- 
nates black’s problem with enchantments. 

* Shivan Dragon. “We wanted players 


who have been playing a long time to 


find their Shivan Dragons valuable,” 


Rose jokes. “Again, good cards come, 
good cards go.” Note, too, Rose says, that 
Crimson Dragon and Volcanic Dragon 
o fo} 
both appear in C/assic. Furthermore, even 
PI 


Serra Angel has cropped up in other 


Rose says. “We've had viable Stasis decks 
in the past, and if we don't remove it, we 
can't make control decks that aren't Stasis 
decks.” Winter Orb falls into this gener- 


al category as well. 


“Its all or none with atogs,” Bill 
Rose says with a dismissive sweep 


of his hand. “We decided on none. : 


recent releases (Anthologies). “Not being 
in Classic doesn’t mean it’ll never get 
published again,” Rose says. 

This card either isn’t played 


“« 


* Stasis. 
or tends to dominate the environment,” 


What's it all mean? 

Players will no doubt spend a great deal 
of time digesting the changes to the 
Standard environment, disassembling 
decks that are no longer viable and 
putting together decks based on the new 
crop of arrivals. Catino is glad to see 
some of the new cards entering the envi- 
ronment—éther Flash, Exile, Final For- 
tune—because many of them are “a lot of 
fun to play with.” Casual players will find 
the Classic set more approachable while 
expert players will find it a welcome 
opportunity to reshape the Standard 
environment without some of the pre- 
dictable decks. 

It may take a while, however, for play- 
ers to notice the tragic disappearance of 
an old reliable standby: Atog. 

“Tt’s all or none with atogs,” Rose says 
with a dismissive sweep of his hand. “We 
decided on none.” 

New players will never know what 
they’re missing. 


Michael G. Ryan has never done any farm- 
ing for a living, which is why his analogies 
often leave something to be desired. 


Orcish Conscripts 
Orcish Farmer 
Orcish Squatters 
Order of the 

White Shield 
Orgg 
Panic 
Paralyze 
Pearled Unicorn 
Personal Incarnation 


Phantasmal Forces 
Phantom Monster 
Pikemen 

Pirate Ship 

Pit Scorpion 
Plague Rats 
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Portent 

Pox 

Primal Order 
Primordial Ooze 
Prismatic Ward 
Pyroblast 

Rabid Wombat 
Ray of Command 
Reef Pirates 
Remove Soul 
Repentant Blacksmith 
Reverse Damage 
Righteousness 
Sacred Boon 
Sand Silos 
Scavenger Folk 
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Scryb Sprites 
Sea Serpent 
Sea Spirit 

Sea Sprite 
Seasinger 
Seraph 
Serpent Generator 
Serra Bestiary 
Serra Paladin 
Shapeshifter 
Shield Bearer 
Shield Wall 
Shivan Dragon 
Shrink 

Sleight of Mind 
Smoke 


Sorceress Queen 
Soul Barrier 
Stampede 

Stasis 

Steal Artifact 
Stone Giant 
Stone Spirit 
Sylvan Library 
Tarpan 

Tawnos’s Weaponry 
The Brute 

The Wretched 
Thrull Retainer 
Time Bomb 
Time Elemental 
Titania’s Song 


Torture 

Touch of Death 
Truce 

Tsunami 

Twiddle 

Unholy Strength 
Unstable Mutation 
Updraft 

Urza’s Avenger 
Urza's Bauble 
Urza’s Mine 
Urza’s Power Plant 
Urza’s Tower 
Vampire Bats 
Venom 

Wall of Bones 


Wall of Brambles 
Wall of Spears 
Wall of Stone 
Wanderlust 

War Mammoth 
Warp Artifact 
Weakness 
Whirling Dervish 
White Knight 
Winds of Change 
Winter Blast 
Winter Orb 
Wolverine Pack 
Word of Blasting 
Xenic Poltergeist 
Zephyr Falcon 
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Out: Ball Lightning, Incinerate, 

lronclaw Orcs 

In: Hammer of Bogardan, Pillage, 
Balduvian Horde, Final Fortune 

Verdict: The deck is significantly weaker, 
but still very good. Sligh will take a much 
bigger hit when the Rath cycle leaves this 
fall—the loss of Mogg Fanatic, Mogg 
Flunkies, Jackal Pup, Cursed Scroll, and 
Wasteland will completely change the 
character of the deck. But for now, the 
Goblin beatdown is still with us. 


Out: Bad Moon, Unholy Strength, Black 
Knight, Knight of Stromgald, Erg Raiders, 
Paralyze, Ashes to Ashes 

In: Stupor, Agonize 

Verdict: This archetype is at least dying 
and possibly already dead. All it’s got left 
are a couple of zombies, some creatures 
with shadow, and Hatred. Wizards has 
definitely changed the flavor of black 
decks 


Out: Sylvan Library 

In: Verduran Enchantress 
and Wild Growth both remain 
in Classic 

Verdict: The deck is basically 
unchanged. It’s not as good as it was 
before the April 1 bannings, but it'll be 
around as long as there are people 
who like playing with eight 
Enchantresses. 


Out: Winter Orb, Sylvan Library 

In: River Boa, Uktabi Orangutan, Maro 
Verdict: The creature set is stronger now, 
and the new combat rules make the 
Tradewind Rider's ability even more pow- 
erful. | didn’t like Winter Orbs in this 
deck, anyway. All in all, Tradewind lovers 
should enjoy the last few months before 
Tradewind Rider leaves us. 


Out: Mana Vault, the ability to keep 
playing at 0 life 

In: Tutors, Prosperity, Mana Short, 
Doomsday 

Verdict: Decks with eight Mana Vaults are 
reduced to having just four Grim 
Monoliths. The tutor cards allow combo 
decks to make a comeback, but | think 
the tutors are fair cards, and decks built 
around them are usually fair. It looks to 
me like combo decks will be amusing 
decks that are fun to try to cook up but 
aren't all that powerful. 


°aa 
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Out: Stasis, Winter Orb 

In: Storm Cauldron 

Verdict: Stasis decks are obviously dead, 
and so are Prison decks—not that either 
of these has flourished in a while. The 
only viable mana-control spell left in the 
Standard environment is Armageddon. 


Out: Necropotence, Drain Life, 
Nevinyrral’s Disk 

In: Stupor, Agonizing Memories, 

Infernal Contract 

Verdict: With the slower environment and 
more playable discard spells, Necro 
might have made a comeback except, oh 
yeah, it’s not in the Classic card set. 
Neither Greed nor Infernal Contract was 
able to replace Necropotence the last 
time it left Standard play, and neither can 
do so this time. 


Out: Force Spike, Nevinyrral’s Disk, 
interrupts 

In: Browse, instants that target spells 
Verdict: The loss of Force Spike hurts.a 
lot, and Nevy’s Disk was the most crucial 
card in the deck. This deck-type seems 
basically dead, and mono-blue players 
need to learn to play more aggressive 
decks with creatures (especially the new 
“free” ones) and Browse—like the good 
old days of “Big Blue.” 


by Randy Buehler 


Out: Force Spike, Nevinyrral’s Disk, 
Incinerate, the Forbid “lock” 

In: Hammer of Bogardan, Pillage, 
Mystical Tutor 

Verdict: If you thought this deck was 
good in the Rath cycle, then you'll still 
think it's decent. The obvious effort to 
slow down the environment has to help, 
because now you'll have time to set up 
Forbid/Phoenix. However, the lock itself 
isn't as good under the updated rules, 
because your opponent can play another 
spell before Forbid resolves and you get it 
back. On the other hand, Phoenixes can 
now kill creatures with 4 toughness in 
combat. The loss of the Disk will make 
Cursed Scroll (which was banned in Rath 
cycle) a nightmare, but Pillage is a decent 
main deck card. Using Mystical Tutor for 
Shattering Pulse isn’t bad either. Other 
than an inconsistent mana base, the 
biggest bane of this deck was Winter Orb. 
Counter-Phoenix players around the world 
are surely celebrating its departure. 


Out: White Knight, Order of the 
White Shield 

In: Exile, Tariff, Longbow Archer 
Verdict: The creature set is a 
little weaker, but so is every- 
one else’s. White Weenie did 
not lose Crusade or Arma- 
geddon, so it’s still a factor. 


Out: Sylvan Library 

In: River Boa, Uktabi Oran- 
gutan, Creeping Mold, Maro 
Verdict: Green finally has the 
best creature set in the game 
and might now be the most 
effective mono-color strategy 
available. 


OW THAT WE'VE HAD TIME to digest 

the rules changes that accompany 

the Classic set, we finally get to see 
how the card pool is going to change for 
Standard Constructed tournaments. It’s time 
to pore over spoiler lists and find out what 
cards did or did not make the cut. A lot of 
important cards will leave Standard when 
Sixth Edition becomes legal on June 1. There 
are also a bunch of quality tournament cards 
returning to the scene that haven't been legal 
for a year or two. Some decks are winners 
and some losers, but all in all I think Sixth 
Edition will do exactly what it is supposed to 
do: shake things up without breaking any- 
thing. 

Mana-control strategies definitely fall into 
the “loser” category. Both Winter Orb and 
Stasis are rotating out while only Storm 
Cauldron rotates in to replace them. 
Armageddon is still around, and all the 
Diamonds have been reprinted to help make 
sure your ’Geddon hurts your opponent 
more than it does you, but it’s almost impos- 
sible to build a true mana-control (or 
“Prison’) deck without Winter Orb. 

Weenie swarm decks in general are also 
hurt by Sixth Edition. Many of the most 
efficient creatures in the Fifth Edition card 
set—including Black Knight, White Knight, 
the pump knights, and Ball Lightning—are 
gone. The ramifications of this change may 
not be felt right away because there are so 
many efficient weenies in the Rath cycle, but 
creature decks will be one notch slower come 
June 1. And they'll be slower still this fall, 
when the shadow ability and most of the 2- 
power creatures costing one mana rotate out. 
Clearly Wizards wants Magic games to be 
longer and more interesting. After the envi- 
ronment slows down, cards like Snake 
Basket and the Diamonds will become pow- 
erful once again. I, for one, am looking for- 
ward to that. 
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Color-by-Color Keport Card 


Forbidden Crypt 


ychantment 
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Black 

Classic completely guts the traditional 
Necro deck. Stupor and Agonizing 
Memories, in conjunction with a gen- 
eral slowing down of the environment, 
might have allowed Necro decks to 
make a comeback. However, Necropo- 
tence itself isn’t in the set and neither 
Greed nor Infernal Contract can 
replace it or make black disruption 
decks viable. 

In addition, Suicide Black probably 
loses more cards than any other exist- 
ing archetype. Some of the deck’s best 
creatures are gone, including Black 
Knight, Knight of Stromgald, and Erg 
Raiders. More importantly, the spells 
that pumped these creatures up to 
scary proportions—Bad Moon and 
Unholy Strength—are also gone. 
Suicide Black never ran much creature 
removal, but the two most common 
choices were Fifth Edition cards that 
aren't in the Classic set: Ashes to Ashes 
and Paralyze. 

Clearly, Wizards has decided that 
black should not be a fast color with 
efficient weenies. Instead,:the future of 
black appears to be disruption. They 
even took Dark Ritual out of Classic, 


though it remains legal in Standard, at 
least until the Urza’s Saga card set 
rotates out. In fact, all the colors are 
returning to their original themes in 
the Classic set. Interestingly, every card 
that usually appeared in Necro decks 
during Black Summer is gone from 
Sixth Edition, with the exception of 
the good old basic swamp. Yes, even 
Drain Life is gone. 


Green 

River Boa, Maro, Uktabi Orangutan, 
and Creeping Mold all rotate in from 
the Mirage block, while Sylvan Library 
is the only truly tournament-level green 
card that left. While every other color 
lost its best cheap creatures, green’s 
creatures got better. In addition, green 
still has both Llanowar Elves and Birds 
of Paradise to accelerate its mana devel- 
opment. It took six years, but Wizards 
has finally given green the best creature 
set for Constructed play. Green beat- 
down started flourishing when the 
Urza’s Legacy expansion brought us 
Rancor and Might of Oaks. The Classic 
card set should continue that trend as 
green gets quality artifact removal and 


playable enchantment removal. 
Finally, the updated combat rules 
make all those Spike creatures in 
the Rath cycle better than they 


already were. 


White 

I think white finishes second in the 
change to Classic—but for a strange 
reason. There aren't many good 
white cards that are new to Classic, 
but the obvious attempt to slow 
down the environment should mean 
that Wrath of God is a good card 
again. With many colors losing their 
best cheap creatures, turn four might not 
be too late to sweep the board. If that 
isn't true yet, it will be this fall when 
Jackal Pup, Mogg Fanatic, Wasteland, 


Sarcomancy, Carnophage, and Cursed 


Scroll leave the Standard environment. 
So white doesn’t gain many spells in 
Classic, but it does hold onto Wrath of 
God and Armageddon (arguably now the 
two most powerful cards in the basic set). 


Red 
When you talk about red decks, you have 
to talk about Sligh (also known as Dead- 
guy Red). Mono-red beatdown decks 
lose Ball Lightning, Incinerate, and Iron- 
claw Orcs, while they pick up Hammer 
of Bogardan and Pillage. Pillage is a nice 
card, but it doesn’t 
really fit into the all- 
out aggression strate- 
gies that successful 
mono-red decks have 
been employing for the 
last year or two. Per- 
haps Sligh decks will 


now return to their more ach uring ¢ 
whenever 2 
return it to 1% 


control-oriented roots 
and use Orcish Artillery, 
Pillage, and Hammer to 


Destroy all creatur 
regenerated. 


jay an 
Bach playet MAY PPT Sor 

d is tapP’ 
owner's and. 


andara Play 


by Randy Buehler 


Of course, now 
that you can add 
spells to a stack 
after it has begun to 
resolve, all of blue’s 
card-drawing effects are stronger. 


es. They can’t be | | 


gain card advantage and control the 
board. Realistically, however, that isn’t 
going to happen until Tempest rotates 
out. 


Blue 

The blue card set changes a little bit, but 
that isn’t the real news when it comes to 
blue. The rules changes will have a bigger 
effect on blue than on any other color. 
Now that interrupts are just instants that 
can target spells, a few blue cards get 
weaker. Power Sink no longer guarantees 
that your opponent cannot play any more 
spells that turn, and it’s now impossible 
to truly lock your opponent with Forbid. 


Browse 


additional 
ther turns: 


ed for mana, 


| ; 
“On i 
ce 8reat literature—nory &reat litter” | 
—Faya Ballard, task mage 


You can go searching for an answer 
as a response to your opponent's threat 
and still counter it or bounce it or what- 
ever. It’s too bad the underused Brain- 
storm is out of print and Impulse didn’t 
rotate back in. Blue’s bounce theme 
might also allow it to best take advantage 
of the new combat rules. 

As far as the Classic set goes, the big 
news for blue is that Force Spike and 
Nevinyrral’s Disk are gone and Browse is 
back. No color will feel the loss of the 
Disk more than blue. In the early days, 
those playing blue could use Chaos Orb 
to deal with any permanents that 
sneaked by its permission spells. More 
recently, the Disk filled this role, becom- 
ing the most essential card in the Draw- 
Go decks that have done so well in 
recent years. Once the Classic card set 
becomes legal, however, mono-blue 
decks no longer have any answers to 
troublesome permanents, except stealing 
them or bouncing them and trying to 
counter them the second time around. 
Without the Disk and Force Spike, I 
think Draw-Go decks are dead. You can 
no longer expect to counter all of your 
opponent’s threats. Don’t get me wrong; 
control decks are still very viable, but I 
think they'll now need to have a second 

color to provide the ability to 
remove permanents. 

Anyone who wants to play 

mono-blue now must learn 

to play a more aggressive 
deck with creatures and 
Browse—like the good old 
days of “Big Blue.” i 
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Offitza,-Player's Guide 


White 

Animate Wall 
Enchant Creature C 
Enchanted creature can attack as though it weren't 
a Wall. 
“When you have been bitten with fangs of ‘granite, you 
start to long for the ivory sabers of tigers.” 
—Norin the Wary 

1/350 


See 
C 


Illus. Kane Ferguson 


Archangel 
Creature — Angel 
5/5, 
Flyin, 
Atudline doesn’t cause Archangel to tap. 
“My mother once told me angels sing their swords’ 
names with each strike,” 

—Sisay, Captain of the Weatherlight 
Illus. Quinton Hoover 2/350 


Ardent Militia 4% 
Creature — Soldier Cc 
2/5 

Attacking doesn't cause Ardent Militia to tap. 
Some fight for honor and some for gold, but the militia 
Sight for hearth and home. 


Iilus. Zina Saunders 


3/350 


Armageddon 3% 
Sorcery 
Destroy all lands. 


Tilus. Rob Alexander 


Armored Degasus 

Creature — Pegasus 

1/2 

Flying . 

Asked how it survived a run-in with a bog imp, the 
pegasus just shook its mane and burped. 


Illus. Andrew Robinson 5/350 


Castle 

Enchantment 

Untapped creatures you control get +0/+2. 

“Hang out our banners on the outward walls; / The cry 

is still, ‘They come; our castle's strength / Will laugh a 

stege to scorn.” 

—William Shakespeare, Macheth 
6/350 


Dae 


Illus. Dameon Willich 


Celestial Dawn 
Enchantment 
Nonland cards you own that aren't in play are white. 
Nonland permanents you control are white. Lands 
you control are plains. Colored mana symbols in the 
costs on all those cards and permanents are *. 

Tilus. Liz Danforth 7/350 


Circle of Protection: Black 1* 
Enchantment C 
1: The next time a black source of your choice 
would deal damage to you this turn, prevent that 
damage. 


Illus. Gerry Grace 8/350 
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Circle of Protection: Blue ae 
Enchantment C 
1: The next time a blue source of your choice 
would deal damage to you this turn, prevent that 
damage. 


Illus. Gerry Grace 9/350 


Circle of Protection: Green 1* 
Enchantment C 
1: The next time a green source of your choice 
would deal damage to you this turn, prevent that 
damage. 


Illus. Gerry Grace 10/350 


Circle of Protection: Red 

Enchantment 

‘1: The next time a red source of your choice 
would deal damage to you this turn, prevent that 
damage. 

Illus. Gerry Grace 11/350 


Circle of Protection: White 1% 
Enchantment C 
1: The next time a white source of your choice 
would deal damage to you this turn, prevent that 
damage, 

Illus. Gerry Grace 


Crusade 

Enchantment 

White creatures get +1/+1. 
Illus. D. Alexander Gregory 13/350 


Daraja Griffin 3% 

Creature — Griffin U 

2/2 

Flyin, 

Sprite Daraja Griffin: Destroy target black crea- 

ture. 

And the flamingos said, ‘Get out of our nest—we cant 

be seen with the likes of you!’ So, the griffin ate them.” 
—Axeworat, “The Ugly Bird” 

Illus. Stuart Griffin 14/350 


D’Avenant Archer 2) 
Creature — Soldier C 
1/2 

®: D’Avenant Archer deals 1 damage to target 
attacking or blocking creature. 

Avenant’s archers are also trained as poets, so that each 
arrow is guided by a fragment of verse. 

Illus. Douglas Shuler 15/350 


Disenchant 1 
Instant C 
Destroy target artifact or enchantment. 
Illus. Brian Snoddy 


12/350 


OE 


16/350 


Divine Transformation 23 
Enchant Creature U 
Enchanted creature gets +3/+3, 

Glory surged through her and radiance surrounded her. 
All things were possible with the blessing of the 
Divine. 


Illus. NéNé Thomas 17/350 


@kundu Griffin 3% 
Creature — Griffin LG 
2/2 
Flying, first strike 
“My goat was a small price to pay for the chance to see 
the hunting griffin dive and seize it.” ; 
—Suq Ata trader 
18/350 


Illus. David A. Cherry 


Enlightened Tutor * 

Instant U 

Search your library for an artifact or enchantment 

card and reveal that card. Shuffle your library, then 

put the card on top of it. 

‘T do not teach. I simply reveal.” 

—Daudi, Femeref tutor 
19/350 


2 


Tilus. Dan Frazier 


&thereal Champion 

Creature — Avatar 

3/4 

Pay 1 life: Prevent the next 1 damage to Ethereal 

Champion this turn. 

‘If I have learned anything as a wizard it is this: 

never fight your own bole i 

—Waffa, sorcerer of Nyomba 
20/350 


2% 


Illus. Terese Nielsen 


Exile 
Instant 
Remove target nonwhite attacking creature from 
the game. You gain life equal to its toughness. 

Illus. Rob Alexander 21/350 


Healing Salve . 
Instant C 
Choose one — Target player gains 3 life; or pre- 
vent the next 3 damage to target creature or player 
this turn, 


Illus. Dan Frazier 22/350 


heavy Ballista 

Creature — Soldier 

2/3 

©: Heavy Ballista deals 2 damage to target attack- 
ing or blocking creature, 

‘Archers, ballistae—you can't even get near the island 
of Avenant.” 


—Gerrard of the Weatherlight 


Illus. Ron Spencer 23/350 


hero's Resolve Le 

Enchant Creature '¢ 
Enchanted creature gets +1/+5, 1 

“Destiny, chance, fate, fortune—theyre all just ways of 

claiming your successes without claiming (ee failures.” 

—Gerrard of the Weatherlight 

24/350 


Se 


Illus. Pete Venters 


Icatian Town 
Sorcery 

Put four 1/1 white Citizen creature tokens into 
play. 

Icatia’s once-peaceful towns faced increasing attacks 
from ores and goblins as the climate cooled. By the time 
the empire fell, they were little more than armed camps. 
Illus. Tom Wanerstrand 25/350 


Infantry Veteran * 

Creature — Soldier C 

V1 

: Target attacking creature gets +1/+1 until end 

of turn. 

“The true dishonor for a soldier is surviving the war.” 
—Telim'Tor 


26/350 


Kismet Gia 

Enchantment U 

Artifacts, creatures, and lands your opponents play 

come into play tapped. 

“Make people wait for what they want, and you have 

power over them. This is as true for merchants and 

militia as it is for cooks and couples.” 

—Gwendlyn Di Corci 
27/350 


Tllus. Christopher Rush 


Illus. Kaja Foglio 


Kjeldoran Royal Guard 3 
Creature — Soldier 
2/5 
&: All combat damage that would be dealt to you 
by unblocked creatures this turn is dealt to 
Kjeldoran Royal Guard instead. 
Honorable in battle, generous in death. 

—Motto of the Kjeldoran Royal Guard 
Illus. L. A. Williams 28/350 


Light of Day 

Enchantment 

Black creatures can't attack or block. 
‘Ido not miss sunlight. The very memory of it burns 


my eyes.” 


3. 
U 


—Volrath 
Illus. Drew Tucker 29/350 


Longbow Archer Ce 
Creature — Soldier U 
2/2 
First strike 
Longbow Archer can block as though it had flying. 
‘Ifit bears wings, I will pin it to the shies over 
Tefemburu.” 

—Roya, Zhalfirin archer 


Illus. Eric Peterson 30/350 


Mesa Falcon 

Creature — Bird 

V1 

Flying 

1%: Mesa Falcon gets +0/+1 until end of turn, 

“The faith of Serra is borne on wings of hope.” 

—Gulsen, abbey matron 
31/350 


1) 


1% 
C 


Illus. Mark Poole 
Order of the Sacred Torch 


Creature — Paladin 

2/2 

®&, Pay 1 life: Counter target black spell. 
A blazing light to drive out the shadows. 


Tilus. Ruth Thompson 32/350 


Pacifism 1% 
Enchant Creature C 
Enchanted creature can’t attack or block. 

For the first time in his life, Grakk felt a little warm 
and fuzzy inside, 
Illus. Robert Bliss 33/350 
2 oe 


C = Common “U= Uncommon 


See 
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Pearl Dragon 4H 
Creature — aod 

4/4 

Flying 

1%: Pearl Dragon gets +0/+1 until end of turn. 
“They knew Bantau was lost when, to hide the ‘pearl 
he had ‘found on the beach, he swallowed it-and soon 
grew wings.” 

—Hakim, Loreweaver 

Illus. Ian Miller 34/350 


Regal Unicorn 2 
Creature — Unicorn C 
2/3 

Unicorns dont care if you believe in them any more 
than you care if they believe in you, 


Iilus. Zina Saunders 35/350 


Remedy 1% 
Instant C 
Prevent the next 5 damage divided any way you 
choose among any number of target creatures 
and/or players. 
“These thin; Ips will protect you while I'm gone, remind 
you of my love for you.” 

—Love Song of Night and Day” 


Illus. Zina Saunders 36/350 


Reprisal 
Instant 
Destroy target creature with power 4 or greater. It 
can't be regenerated. 
“The meek shall fi ight as one, and they shall overcome 
even the greatest of foes.” 

—Halvor Arenson, Kjeldoran priest 
Illus. Randy Asplund-Faith 37/350 


Resistance Fighter Ed 

Creature — Soldier C 

1/1 

Sacrifice Resistance Fighter: Target creature deals 

no combat damage this turn, 

“My soldiers fought without hesitation, died without 

doubt.” 

—Sidar Jabari 
38/350 


Lee 


Illus. Cecil Fernando 


Reverse Damage 
Instant 

The next time a source of your choice would deal 
damage to you this turn, prevent that damage. You 
gain life equal to the damage prevented this way. 
Illus. Thomas Gianni 39/350 


Samite healer 1% 
Creature — Cleric C 
V1 

&: Prevent the next 1 damage to target creature or 
player this turn, 

Healers ultimately acquire the divine gifts of spiritual 
and physical wholeness. The most devout are also 
granted the ability to pass physical wholeness on to oth- 
ers, 

Illus. Tom Wanerstrand 


Serenity 3 

Enchantment 

At the beginning of your upkeep, destroy all arti- 

facts and enchantments. They can't be regenerated. 

Just think of me as the storm before the calm.” 

—Gerrard of the Weatherlight 
41/350 


40/350 


Illus. Cliff Nielsen 


Serra’s Blessing 1 
Enchantment U 
Attacking doesn’t cause creatures you control to 
tap. 
Lhave seen your strength imbued in angels’ wings, 
and I have felt your sorrow rain down on the ruins 
brought by the Lord of the Wastes.” 

—Hanna, Weatherlight navigator 


Tilus. Rebecca Guay 42/350 


Spirit Link C4 
Enchant Creature U 
Whenever enchanted creature deals damage, you 
gain life equal to the damage dealt this way. 

Iilus. Kaja Foglio 43/350 


Standing Troops 2% 
Creature — Soldier C 
1/4 

Attacking doesn’t cause Standing Troops to tap. 
The less you have, the harder you fight for it. 


Titus. Daren Bader 44/350 


Staunch Defenders SH 
Creature — Soldier U 
3/4 

When Staunch Defenders comes into play, you 
gain 4 life. 

“Hold your position! Leave doubt for the a ng!” 


—Tahngarth of the Weatherlight 
45/350, 
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Illus. Mark Poole 


Sunweb 
Creature — Wall 
5/6 
(Walls can't attack.) 
Flying 
Sunweb can't block creatures with power 2 or less, 
“There is no sweeter music than the wails of a dying 
dragon.” 

—Rashida Scalebane 


Illus. Dan Frazier 46/350 


Tariff 

Sorcery 

Each player chooses a creature with the highest 
converted mana cost he or she controls, then pays 
mana equal to that cost or sacrifices that creature. 
Illus. Kev Walker 47/350 


Tundra Wolves * 
Creature — Wolf C 
14 

First strike 

Iheard their eerie howling, the wolves calling their 
kindred across the frozen plains. 

Illus. Quinton Hoover 48/350 


Unyaro Griffin 3% 
Creature — Griffin U 
2/2 

Flyin, 

Socrfice Unyaro Griffin: Counter target red 
instant or sorcery spell, 

The griffin’s shadow gives courage to the righteous and 
dread to the idle, 

Illus. Al Davidson 49/350, 


Venerable Monk 2% 
Creature — Cleric C 
2/2 

beg Venerable Monk comes into play, you gain 
2 life. 

His presence brings not only a strong arm but also 
renewed hope. 

Illus. D. Alexander Gregory 50/350 


Wall of Swords Bie 
Creature — Wall U 
3/5 

(Walls can't attack.) 

Flying 

Sharper than wind, lighter than air. 

Illus. Brian Snoddy 51/350 


Warmth 1 
Enchantment U 
Whenever one of your opponents plays a red spell, 
you gain 2 life. ; 

“Flame grows gentle with but a little distance.” 


—Orim, Samite healer 


Illus. Drew Tucker 52/350 


Warrior's honor 2% 
Instant C 
Creatures you control get +1/+1 until end of turn. 

Illus. D. Alexander Gregory 53/350 


Wrath of God Qe 
Sorcery 

Destroy all creatures. They can’t be regenerated. 
Illus. Quinton Hoover 54/350 


: Blue 
Abduction 206 


Enchant Creature U 
When Abduction comes into play, untap enchant- 
ed creature. 

You control enchanted creature. 

When enchanted creature is put into a graveyard, 
oC that creature to play under its owner's con- 
trol. 


Tilus. Colin MacNeil 55/350 


Air Glemental 

Creature — Elemental 

4/4 

Flying 

As insubstantial, and as powerfil, as the wind that 
carries tt. 


Illus, Doug Chaffee 56/350 


Ancestral Memories 26¢¢6¢ 
Sorcery 

Look at the top seven cards of your library and put 
two of them into your hand, Put the rest into your 
graveyard, 


Illus. William Donohoe 57/350 


Boomerang, 66 
Instant C 
Return target permanent to its owner's hand. 
A lie always returns; be careful how you catch it. 


Illus. Richard Kane Ferguson 58/350 


Browse 266 
Enchantment U 
2.6): Look at the top five cards of your library 
and put one of them into your hand. Remove the 
rest from the game. 
“Once great literature—now great litter.” 

—Jaya Ballard, task mage 


Illus. Phil Foglio 59/350 


Enchantment 
Red spells cost ‘2 more to play. 
“Temper, temper.” 
—Ertai, wizard adept 


Illus. Greg Simanson 60/350 


Counterspell @¢ 
Instant G 
Counter target spell. 


Illus. Hannibal King 61/350 


Daring Apprentice 
Gear — Weard 

W/1 

, Sacrifice Daring Apprentice: Counter target 
spell. 

In front of every great wizard is a doomed apprentice. 
Illus, Kaja Fogtio 62/350 


Deflection 36 
Instant 

Choose a new target for target spell with a single 
target. 

Up and down, 

over and through, 

back around— 

the joke’ on you. 


Illus. Mike Raabe 63/350 


Desertion 

Instant 

Counter target spell. If it’s an artifact or creature 
card, put it into play under your control instead of 
into its owner's graveyard. 

First the insult, then the injury. 


Illus. Richard Kane Ferguson 64/350 


Diminishing, Returns 2166 
Sorcel 

Each player shuffles his or her hand and graveyard 
into his or her library. You remove the top ten 
cards of your library from the game. Then each 
player draws up to seven cards, 
Tilus. L. A. Williams 


Dream Cache 2¢ 
Sorcery C 
Draw three cards. Choose two cards from your 
hand and put both on either the top or the bottom 
of your library. 


Dréams riches are easily spent. 


65/350 


—Suq Ata adage 


Illus. D. Alexander Gregory 66/350 


a 


Flash 
Instant 
Put a creature card from your hand into play. You 
may pay its mana cost reduced by up to 2. If you 
don't, sacrifice it. 
Illus, David Ho 


Flight e 
indians Creature C 
Enchanted creature gains flying. 
Illus, Jerry Tiritilli 


Fog Elemental 26 
Creature — Elemental C 
4/4 


67/350 


68/350 


Fying 
hen Fog Elemental attacks or blocks, sacrifice it 
at end of combat. 
‘Tve seen fog so thick you could cut it, but none that 
could cut me.” 

—Tahngarth of the Weatherlight 


Illus. Jon J Muth 69/350 


Forget ¢6¢ 
Sorcery 

Target player chooses and discards two cards from 
his or her hand, then draws as many cards as he or 
she discarded this way. 


Illus. Mike Kimble 70/350 


Gaseous Form 26 
Enchant Creature C 
Enchanted creature deals no combat damage. 
Prevent all combat damage that would be dealt to 
enchanted creature. 

Illus. Roger Raupp 


Glacial Wall 
Creature — Wall 
0/7 
(Walls can't attack.) 
“Huge walls of ice block further travel. We cant believe 
they are natural.” 
—Disa the Restless, journal entry 
Illus. Dameon Willich 72/350 


harmattan Gfreet 
Creature — Efreet 
2/2 
Flying 

1 @: Target creature gains flying until end of turn. 
“One moment I was walking along the beach, and the 
next I was high in the air, staring into a hideous smil- 


ing face.” 
Illus. Drew Tucker 


horned Turtle 26 
Creature — Turtle C 
1/4 

“So like men are they: a hardened shell with fragile 
flesh beneath.” 


—Tarub, Sug Ata sailor 
73/350 


—Selenia, dark angel 


Illus, DiTerlizzi 74/350 


Insight 26) 
Enchantment U 
Whenever one of your opponents plays a green 
spell, you draw a card. 
“We can fight with you or against you. After my day, 
Tid prefer the former.” 

Gerrard of the Weatherlight 


Illus. Ron Chironna 75/350 


Inspiration 36 
Instant C 
Target player draws two cards, 
“Madness and genius are separated only by degrees of 
SUCCESS. 

—Sidar Jabari 


Illus. Zina Saunders 76/350 


Juxtapose 36 
Sorcery 

You and target player exchange control of the crea- 
ture you ak control with the highest converted 
mana cost. Then exchange control of artifacts the 
same way. (If two or more permanents a player con 
trols are tied {for highest cost, that player chooses 
between them.) 

Illus. Justin Hampton 


Library of Lat- Nam 4¢ 
Sorcery 

Target opponent chooses one — You draw three 
cards at the beginning of the next turn’s upkeep; or 


77/350 


ras 
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you search your library for a card, put that card 
into your hand, and then shuffle your library. 
Illus. Alan Rabinowitz 


Creature — Lord 

2/2 

All Merfolk get +1/+1 and gain Islandwalk. 
(They've unblockable if defending player controls an 
island.) 

A master of tactics, the lord of Atlantis makes his people 
bold in battle merely by arriving to lead them. 
Illus. Melissa A. Benson 


Mana Short 26 
Instant 

ae all lands ine player controls and empty his 
or her mana pool. 

Illus. Dameon Willich 


Memory Lapse 1 @) 

Instant C 

Counter target spell. Put it on top of its owner's 

library instead of into that player's graveyard, 

‘Um... 0b... what was I saying?” 

—Reveka, wizard savant 
81/350 


Merfolk of the Pearl Trident e 
Creature — Merfolk C 
V1 

Are merfolk humans with fins, or are humans merfolk 
with feet? 
Illus. DiTerlizzi 


79/350 


80/350 


Illus. Mark Tedin 


82/350 


Mystical Tutor 

Instant 

Search your library for an instant or sorcery card 

and reveal that card. Shuffle your library, then put 

the card on top of it. 

“To the tutors, a poem of sand’ was of little account, a 

‘poem of tvory,’ priceless.” 

—Afari, Tales 
83/350 


Phantasmal Terrain ee 
Enchant Land c 
Enchanted land is a basic land type of your choice. 
Illus. David A. Cherry 84/350 


Phantom Warrior 1¢6@ 

Creature — Illusion U 
2/2 

Phantom Warrior is unblockable. 

The phantom warrior comes from nowhere and returns 
there just as quickly. ; 
Illus. John Matson 


Illus. David O'Connor 


85/350 


36 


Polymorph 
Sorcery 
ae target creature. It can't be regenerated, Its 


controller reveals cards from the top of his or her 
ibrary until a creature card is revealed, The player 
wuts that card into play and shuffles all other 
revealed cards into hia or her library. 

Abb! Opposable digits! 

Illus. Robert Bliss 


Power Sink 
nstant 

Counter target spell unless its controller pays X 
more. If he or she doesn't, tap all mana-producing 
ands that player controls and empty his or her 
mana pool. 
Illus. Mark Poole 


86/350 


xe 
U 


87/350 
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Prodigal Sorcerer 

Creature — Wizard 

V/1 

®: Prodigal Sorcerer deals 1 damage to target 
creature or player. 

Occastonally members of the Institute of Arcane Study 
acquire a taste for worldly pleasures. Seldom do they 
have trouble finding employment. 


Illus. Douglas Shuler 88/350 


Prosperity 
Sorcery 
Each player draws X cards. 
“Wealth 1s a good thing, compared to poverty-your food 
is better, your robes are softer, and your companions 
have bathed more recently.” 

; —Kukemssa pirate 


89/350 


46 


Illus. Dan Frazier 


Psychic Transfer 
Sorce 
If the difference between your life total and target 
player's life total is 5 or less, exchange life totals 
with that player. 
“The memory of your existence will fade like the final 
stars of morning.” 

—Kaervek 


Illus. Dom! 90/350 


Psychic Venom 1¢ 
Fi Siant Land C 
Whenever enchanted land is tapped, Psychic 
Venom deals 2 damage to that Ths controller. 
Illus. Brian Snoddy 


Recall 
Sorcery 
Choose and discard X cards from your hand, then 

return that many cards from your graveyard to your 
hand. Remove Recall from the game. 
Illus. Brian Snoddy 


Relearn 
Sorcery U 
Return target instant or sorcery card from your 
graveyard to your hand. 
“Barrin taught me that the hardest lessons to grasp are 
the ones you've already learned.” 

—Ertat, wizard adept 


Illus. Zina Saunders 93/350 


Remove Soul 1¢ 
Instant C 
Counter target creature spell. 

Nethya stiffened suddenly, head cocked as if straining 
to hear some distant sound, then fell lifeless to the 
ground. aa 

Illus, Mike Dringenberg 94/350 


Sage Owl le 
Creature — Bird C 
1/1 

Flying 

When Sage Owl comes into play, look at the top 
four cards of your library and put them back in any 
order you choose. 

The owl asks but never answers. 
Illus. Mark Poole 


91/350 


XX€ 


92/350 


95/350 


Sea Monster 466 
Creature — Serpent Cc 
6/6 

Sea Monster can’t attack unless defending player 
controls an island. 

Water is life. Or perhaps it is just something to wash it 
down with. 


Illus. Daniel Gelon 96/350 


Segovian Leviathan 46 
Creature — Serpent U 
3/3 
Islandwalk (This creature is unblockable if defending 
player controls an island.) 
“Leviathan, too! Can you catch him with a fish-hook 
or run a line round his tongue?” 

—The Bible, Job 41:1 


Illus. Melissa A. Benson 97/350 


ae ; 
Sibilant Spirit 
Creature — Spirit 
5/6 

lying 
Whenever Sibilant Spirit attacks, defending player 
may draw a card, 
She had expected death to roar, to thunder, to growl. 
She did not recognize it when it came hissing to her 
side. 


Illus. Ron Spencer 98/350 


Soldevi Sage 1¢ 

Creature — Woard U 

V/1 

&, Sacrifice two lands: Draw three cards, then 

choose and discard one of them. 

“To hide the truth is more than folly—it is fatal.” 
—Sorine Relichane, Soldevt heretic 

Illus. Carol Heyer 99/350 


Spell Blast x6 
Instant C 
Counter target spell with converted mana cost 
equal to X. 

Call it the thinking mage’s version of brute force. 
100/350 


Storm Crow 1¢ 
Creature — Bird C 
1/2 

Flying 

Storm crow descending, winter unending. 
Storm crow departing, summer is starting. 
Illus. Una Fricker 


Tidal Surge 1¢ 
Sorcery C 
Tap up to three target creatures without flying. 

‘It 1s nature that gives us our boundaries and nature 
that enforces them.” 


Illus. Greg Simanson 


101/350 


—Eladamri, Lord of Leaves 


Illus. Doug Chaffee 102/350 


Unsummon ¢ 
Instant C 
Return target creature to its owner's hand. 
Illus. Douglas Shuler 


Vodalian Soldiers 1¢ 
Creature — Merfolk C 
1/2 

‘Vodalian rank 1s displayed by the colors and patterns 
of their skin. Beware the color red; that is the badge of 
the empress’ favor.” 


103/350 


—Corbio, pearl diver 
104/350 


1¢¢ 
U 


Tilus. Melissa A. Benson 


Wall of Air 

Creature — Wall 

1/5 

(Walls can't attack.) 

Flying 

“When no falcons fly, beware the sky.” 
—Femeref aphorism 

Illus. Richard Thomas 105/350 


Wind Drake 26 
Creature — Drake C 
2/2 
Flying 
‘No bird soars too high, if he soars with his own 
wings.” 
—William Blake, 

The Marriage of Heaven and Hell 

Illus. Zina Saunders 106/350 


Wind Spirit 4¢ 
Creature — Spirit U 
3/2 
Flying 
Wind Spirit can’t be blocked by only one creature 
each combat. 
“... When the trees bow down their heads, The wind 
is passing by.” 

—Christina Rossetti, 
“Who Has Seen the Wind?” 

107/350 


3 ¢@ 


Illus. Kaja Foglio 


Zur’s Weirding 

Enchantment 

Players play with their hands revealed. 
Whenever a player would draw a card, instead 
reveal it. Any other player may pay 2 life to put 


that card into its owner's graveyard. If no one does, 
that player then draws the card, 


Illus. Liz Danforth 108/350 


Black 


Abyssal hunter 
Creature — Minion 
V/1 

®, ©: Tap target creature. Abyssal Hunter deals 
damage equal to its power to that creature. 

Some smiles show cheer; some merely show teeth. 

Illus. Steve Luke . 109/350 


Abyssal Specter 2h 
Creature — Specter U 
2/3 


3 


Flying 

Where Abyssal Specter deals damage to a play- 
er, that player chooses and discards a card from his 
or her hand. 


Illus. George Pratt 110/350 


Agonizing Memories wT 

Sorcery U 

Look at target player's hand and choose two cards 

from it. Put those cards on top of that player's 

library in any order you choose. 

‘An innocent man died because of my anger. That 

knowledge will haunt me for all eternity.” 

—Karn, silver golem 
111/350 


29h 


Illus. Mike Dringenberg 


Ashen Powder 

Sorcery 

Put target creature card from one of your oppo- 

nents’ graveyards into play under your control. 

‘What you call decay, I call ripening. You'll gain no 

sustenance from this harvest. 

—Kaervek 
112/350 


Blight PP 
rae Land U 
When enchanted land is tapped, destroy it. 
Illus. Ian Miller 


Blighted Shaman 
Creature — Wizard 

1/1 

®, Sacrifice a swamp: Target creature gets +1/+1 
until end of turn. 

®, Sacrifice a creature: Target creature gets +2/+2 
until end of turn. 
Illus. Ian Miller 


Blood Det ® 
Creature — Thrull c 
1 

Sacrifice Blood Pet: Add # to your mana pool. 
“You are wrong,” Volrath said. ‘I do not hate the liv- 
ing. They often prove quite usefiul to me.” And then he 
laughed. 


Illus. Brom 


Illus. Geofrey Darrow 


113/350 


1@ 
U 


114/350 


115/350 
Bog Im L® 
Coane i Imp C 
1/1 

Flying 

Don't be fooled by their looks. Think of them as little 
Anives with wings, 
Illus. Christopher Rush 


Bog Rats ® 
Creature — Rat C 
1/1 

Bog Rats can't be blocked by Walls. 

Their stench was vile and strong enough, but not near- 
ly as powerful as their hunger. 

Illus. Ron Spencer 117/350 


Bog Wraith ae 
Creature — Wraith U 
3/3 

Swampwalk (This creature is unblockable if defending 
player controls a swamp.) 

It moved through the troops leaving no footprints, save 
on their souls. 

Illus. Jeff A. Menges 


116/350 


118/350 


Coercion 22 
Sorcery C 
Look at target opponent's hand and choose a card 
from it. That player discards that card, 
A rhino’ bargain 
—Femeref expression meaning 
‘a situation with no choices 


Illus. DiTerlizzi 119/350 


C=Common U=Uncommon R= Rare 


a 


Derelor 

Creature — Thrull 

4/4 

Your black spells cost # more to play. 

“Strength it has, but at the cost of a continuous supply 

of energy. Such failure can bear only one result.” 

—Execution order of Endrek Sabr, 

master breeder 

120/350 


PRP 


Illus. Anson Maddocks 
Doomsday 


Sorcery 

Search your library and graveyard for five cards of 
our choice and remove the rest from the game. 

Put the chosen cards on top of your library in an’ 

order you choose. You lose half your life, peel 

up 


Illus. Adrian Smith 121/350 


Dread of Night ® 

Enchantment U 

White creatures get -1/-1. 

“These moonless, foreign skies keep me in thrall. Dark 

whispers echo in the night, and I cannot resist.” 

—Selenia, dark angel 
122/350 


Drudge Skeletons 1& 
Creature — Skeleton C 
V1 
®: Regenerate Drudge Skeletons. 
“The dead make good soldiers. They can't disobey 
orders, they never surrender, and they don't stop fight- 
ing when a random body part falls off.” 

—Nevinyrral, Necromancer’s Handbook 
Illus. Ian Miller 123/350 


Dry Spell 1 

Sorcery C 

Dry 2 deals 1 damage to each creature and 

each player. 

“Wherever water 1s lacking, all things suffer.” 

—Autumn Willow 
124/350 


P® 
C 


Illus, Richard Thomas 


Illus. Brian Snoddy 


Enfeeblement 
Enchant Creature 
Enchanted creature gets -2/-2, 
‘Tf it is weak, either kill it or ignore it. Anything else 
honors it.” 

—Kaervek 
Illus. John Bolton 125/350 


Qvil Gye of Orms~by-Gore 42 
Creature — Horror U 
3/6 

Evil Eye of Orms-by-Gore can't be blocked except 
by Walls. 

Hacept for Evil Eye of Orms-by-Gore, creatures 
you control can't attack. 

The highway of fear is the shortest route to defeat. 

Illus. George Pratt 126/350 


Fallen Angel 3Rf 
Creature — Angel 
3/3 
Flyin, 
Saettcs a creature: Fallen Angel gets +2/+1 until 
end of turn. 
‘Angels are simply extensions of truth upon the fabric of 
life—and there is far more dark than light.” 

—Baron Sengir 


Illus. Anson Maddocks. 127/350 


Fatal Blow ® 

Instant C 

Destroy target creature that was dealt damage this 

turn, It cant be regenerated. 

“What is crueler? To let a wound of the heart fester, or 

to simply cut it out?” 

—Crovax 
128/350 


PR 
C 


Illus. George Pratt 


fear 
Enchant Creature 
Enchanted creature can't be blocked except by arti- 
fact creatures and black creatures. 
Illus. Doug Keith 129/350 
Feast of the Unicorn am 
Enchant Creature C 
Enchanted creature gets +4/+0. 
“Could there be a fouler act? No doubt the baron knows 
of one.” 

—Autumn Willow 
Illus. Dennis Detwiller 130/350 


Feral Shadow 29 
Creature — Night Stalker C 
2/1 

Flying 

Not all shadows are cast by light—some are cast by 
darkness. 


Illus. Cliff Nielsen 131/350 


Forbidden Crypt 32D 
Enchantment 
Whenever you would draw a card, instead return 
target card from your graveyard to your hand. If 
you cant, you lose the game, 

henever a card would be put into your grave- 
yard, instead remove that card from the game. 
Illus, D. Alexander Gregory 132/350 


Gravebane Zombie 3m 
Creature — Zombie U 
3/2 
When Gravebane Zombie would be put into a 
eh from play, instead put Gravebane 
ombie on top of its owner's library. 


Illus. Gary Leach 133/350 


Gravedigger 
Creature — Zombie 
2/2 

When Gravedigger comes into play, you may 
return target creature card from your graveyard to 
your hash 

A full coffin is like a full coffer—both are attractive to 
thieves. 

Illus. Dermot Power 


Greed 
Enchantment 
®, Pay 2 life: Draw a card. 
“There is no calamity greater than lavish desires. There 
is no greater guilt than discontentment. And there is no 
greater disaster than greed.” 

—Lao Tsu, Tao Te Ching, (trans. Chan) 
Illus. Phil Foglio 135/350 


134/350 


a 


hecatomb LSS 
Enchantment 

When Hecatomb comes into play, you may sacri- 
fice four creatures. If you don't, sacrifice Hecatomb. 
Tap an untapped swamp you control: Hecatomb 
deals 1 damage to target creature or player. 

Illus. George Pratt 136/350 


hidden horror 1®® 
Creature — Horror U 
4/4 

When Hidden Horror comes into play, choose and 
discard a creature card from your hand. If you 
don't, sacrifice Hidden Horror. 


Illus. Clint Langley 137/350 


howl from Beyond xe 
Instant C 
Target creature gets +X/+0 until end of turn. 

Illus. John Coulthart 138/350 


Infernal Contract PPP 
Sorcery 


Draw four cards, You lose half your life, rounded 


up. 
“But I signed nothing!” 
—Taraneh, Suq’Ata mage 


Illus. Roger Raupp 139/350 


Kjeldoran Dead ® 
Creature — Skeleton C 
3/1 
When Kjeldoran Dead comes into play, sacrifice a 
creature. 
®: Regenerate Kjeldoran Dead, 
“They shall drink sorrow’ dregs, They shall kill those 
whom once they loved.” 

—Lim-Dil, the Necromancer 


Illus. Melissa A. Benson 140/350 


Leshrac’s Rite S 

Enchant Creature U 

Enchanted creature gains swampwalk. (It’s unblock- 

able if defending player controls a swamp.) 

“Bind me to thee, my soul to thine. I am your servant 

and your slave. Blood for blood, flesh for flesh, Leshrac, 

my lord.” 

K —Lim-Diil, the Necromancer 
141/350 


LRH 
C 


Illus. Mike Raabe 


Lost Soul 
Creature — Minion 
yal 

Swampwalk (This creature is unblockable if defending 
player controls a swamp.) 

Her hand gently beckons, she whispers your name—but 
those who go with her are never the same. 


Illus. Randy Asplund-Faith 142/350 


Mind Warp x3e 
Sorcery U 
Look at target player's hand and choose X cards 
from it. That alge discards them. 

The hardest of wizards can have the softest of minds. 
Illus. Liz Danforth 143/350 


Mischievous Poltergeist 

Creature — Ghost 

1/1 

Flying 

Pay 1 life: Regenerate Mischievous Poltergeist. 

“The past is a ghost that haunts you from the moment 

it exists until the moment you don't.” 

—Gerrard of the Weatherlight 
144/350 


DSS s 


Illus. DiTerlizzi 


Necrosavant 
Creature — Necrosavant 
5/5 

3)4@%, Sacrifice a creature: Return Necrosavant 
from your graveyard to play. Play this ability only 
during your upkeep. 


Illus. John Coulthart 145/350 


Nightmare 5 


Creature — Nightmare 

ae 

Flying 

Nightmare’s power and toughness are each equal to 
the number of swamps you control. 

As the poisoned land spreads, so does the nightmares 
rage and terrifying strength. 


Illus. Melissa A. Benson 146/350 


i 


Painful Memories 

Sorcery 

Look at target opponent's hand and choose a card 
from it. Put that card on top of that player’s library. 
‘It is terrible how one brief action can live forever in 
memory.” 


—Jolrael 
Illus. John Coulthart 147/350 


Perish 2m 

Sorcery U 

Destroy all green creatures. They can't be regener- 

ated. 

“There will come a time when the voices of soil and 

seedling will sing only laments.” 

—Oracle en-Vee 
148/350 


Pestilence 22m 
Enchantment U 
At end of turn, if there are no creatures in play, 
sacrifice Pestilence. 

®: Pestilence deals 1 damage to each creature and 
each player. 
Illus. Kev Walker 


Python 
Creature — Snake 
3/2 

“How can you claim the gods are merciless when they 
robbed the snake i limbs to give the other creatures 
a sporting chance?” 


Illus. Rebecca Guay 


149/350 


UO® 
C 


—Hakim, Loreweaver 
150/350 


ORR 


Illus. Steve White 


Rag Man 

Creature — Rag Man 

21 

®®®, ©: Look at target opponent's hand. That 
layer discards a creature card at random from it. 

Play this ability only during your turn. 

‘Aw, hes just a silly, dirty little man. What’ to be 

afraid of?” 

Illus. Daniel Gelon 

Raise Dead ® 

Sorcery C 

Return target creature card from your graveyard to 

your hand. 

The earth cannot hold that which magic commands, 

Illus. Charles Gillespie 152/350 


151/350 


Razortooth Rats 
Creature — Rat 

2/1 

Razortooth Rats can't be blocked except by artifact 
creatures and black creatures. 

“Men and rats both Dunger: we for our playthings; 
they, for us.” 


29 
C 


—Crovax 
Illus. Brian Horton 153/350 


Scathe Zombies 2% 
Creature — Zombie C 
2/2 
“They groaned, they stirred, they all uprose, 
Nor spake, nor moved their eyes; 
It had been strange, even in a dream, 
To have seen those dead men rise.” 
—Samuel Coleridge, 
“The Rime of the Ancient Mariner” 


Illus. Jesper Myrfors 154/350 


Sengir Autocrat 

Creature — Minion 

2/2 

When Sengir Autocrat comes into play, put three 
0/1 black Serf creature tokens into play. 

When Sengir Autocrat leaves play, remove all Serf 
tokens from play. 

Illus. David A. Cherry 155/350 


Strands of Night 292 
Enchantment U 
®®, Pay 2 life, Sacrifice a swamp: Return target 
creature card from your graveyard to play. 
‘Thave seen the night torn into thin darkling strips 
and woven into shapes too bleak for dreams.” 
—Crovax 
156/350. 


1S 


Illus. Patrick Kochakji 


Stromgald Cabal 

Creature — Knight 

2/2 

®, Pay 1 life: Counter target white spell. 
When the alliance between Balduvia and Kjeldor 
deprived Stromgald of easy victories, its agents were 
forced to fuel thetr rituals with their own flesh. 


Illus. Anson Maddocks 157/350 


Target opponent discards a card at random from 

his or her hand, then chooses and discards a card 

from his or her hand. 

There are medicines for all afflictions but idleness. 
—Suq Ata saying 

Illus. Mike Kimble 158/350 


Syphon Soul 29 
Sorcery C 
Syphon Soul deals 2 damage to each other player. 
ou gain life equal to the Pugs dealt this way. 
Illus. Melissa A. Benson 159/350 


Terror 1® 
Instant C 
Destroy target nonartifact, nonblack creature. It 
cant be regenerated. 


Illus. Ron Spencer 160/350 


Vampiric Tutor ® 
Instant 
Search your library for a card, then shuffle your 
ie and put that card on top of it. You lose 2 
ife. 
‘Twrite upon clean white parchment with a sharp 
quill and the blood of my students, divining their 
secrets.” 

—Shauku, Endbringer 


Illus. Gary Leach 161/350 
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Zombie Master 1 B® 
Creature — Lord 

2/3 

All Zombies gain “4: Regenerate this creature” 
and swampwalk. ( ey: unblockable if defending 
player controls a swamp.) 

He controlled the zombres even before his own death; 
now nothing can make them betray him. 


Illus. Jeff A. Menges 162/350 


Red 
Féither Flash 
Enchantment 
Whenever a creature comes into play, ther Flash 
deals 2 damage to i 
“You cant get there from here. Well, you can—it just 
wont be fun.” 


2ee 
U 


—Ertai, wizard adept 
Illus. Ron Spencer 163/350, 


Anaba Bodyguard 3@ 

Creature — Minotaur C 

2/3 

First strike 

‘Not all minotaurs are tribal. Some are freelance.” 
—Eron the Relentless 


Illus. Anson Maddocks 164/350 


Anaba Shaman 
Creature — Minotaur 
2/2 
@, ©: Anaba Shaman deals 1 damage to target 
sine or player. 
“The shamans? Ha! They are craven cows not capable 
of true magic. 
—Irini Sengir 
165/350 


Balduvian Barbarians lee 
Creature — Barbarian C 
3/2 

“Barbarian raids were a concern to those living in the 
northwest provinces, but the skyknights never dealt 
with the problem in a systematic way. They thought of 
the Balduvians as an amusing model’ of their fore- 
bears’ culture.” 


Illus. Anson Maddocks. 


—Kjeldor: Ice Civilization 


Illus. Mark Poole 166/350 


Balduvian horde 

Creature — Barbarian 

5/5 

When Balduvian Horde comes into play, discard a 
card at random from your hand. If you don't, sacri- 
fice Balduvian Horde. 

Illus. Brian Snoddy 167/350 


Blaze x@ 
Sorcery U 
Blaze deals X damage to target creature or player. 
Fire never dies alone. 


Illus. Gerry Gr 168/350 


3@ 
Instant u 
Destroy all islands. 
“The fishers will throw out their nets and draw them 
back filled with dust.” 
—Oracle en-Vee 


Illus. Jason Alexander Behnke 169/350 
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Burrowing 

Enchant Creature U 
Enchanted creature gains mountainwalk, (It 
unblockable if defending player controls a mountain.) 
Tilus. Mark Poole 170/350 


Conquer 
Enchant Land 
You control enchanted land. 
“Why do we trade with those despicable elves? You 
don't live in forests, you burn them!” 
—Avram Garrison, 
Leader of the Knights of Stromgald 
Illus. Randy Gallegos 171/350, 
Crimson hellkite 6e@eo 
Creature — Dragon 
6/6 
A Flying 
X, ®: Crimson Hellkite deals X damage to tar- 
get creature. Spend only red mana this way. 
“Dragonfire forged me a warrior.” 
—Rashida Scalebane 
172/350 


x@ 


Illus. Gerry Grace 


Garthquake 
Sorcery 
Earthquake deals X damage to each creature with- 
out flying and each player. 


Illus. Richard Kane Ferguson 173/350 


fervor 22 
Enchantment 
Creatures you control gain haste. (They may attack 
and ® the turn the “y come under your control.) 
‘Tf your blood doesnt run hot, I will make it run in the 
sands!” 

—Maraxus of Keld 


Illus. Franz Vohwinkel 174/350 


Final Fortune ee 

Instant 

Take another turn after this one. At the end of that 

turn, you lose the game. 

Want all, lose all. 

—ZLhalfirin aphorism 
175/350 


3e@e@ 
U 


Illus. D. Alexander Gregory 


Fire Glemental 
Creature — Elemental 
5/4 

Fire elementals are ruthless infer nos, annihilating and 
consuming their foes in a frenzied holocaust. Crackling 
and blazing, they sear swift, terrible paths, leaving the 
land charred and scorched in their wake. 


Illus. Melissa A. Benson 176/350 


Firebreathing @ 

Enchant Creature C 

@: Enchanted creature gets +1/+0 until end of 

turn. 

“Magic's only part of “tt, my friend, Diet does the rest.” 
—SuqAta trader 

Illus, Mike Kerr 177/350 


Fit of Rage 1l@ 

Sorcery C 

Target creature gets +3/+3 and gains first strike 

until end of turn. 

‘Anger is fleeting; remorse is eternal.” 

—Karn, silver golem 
178/350 


Flame Spirit 4@ 

Creature — Spirit C 

2/3 

@: Flame Spirit gets +1/+0 until end of turn. 

“The spirit of the flame 1s the spirit of change.” 

—Lovisa Coldeyes, 

Balduvian chieftain 

Illus. Justin Hampton 179/350 


flashfires 3@ 
Sorcery U 
Destroy all plains. 

Illus. Randy Gallegos 


Illus. Douglas Shuler 


Giant Strength ae) 
Enchant Creature C 
Enchanted creature gets +2/+2. 
“O! it is excellent / To have a giant’ strength, but it is 
tyrannous / To use it like a giant.” 
—William Shakespeare, 
Measure for Measure 


Illus. Kev Walker 181/350 


Goblin Digging Team @ 
Creature — Eatin C 
y 1 

%, Sacrifice Goblin Digging Team: Destroy target 
Wi, ll. 
“From down here we can make the whole wall col- 
lapse!” 
‘Uh, yeah, boss, but how do we get out? A 
Illus. Phil Foglio 182/350 


Goblin lite Infantry le 
Creature — Goblin C 
2/2 

Whenever Goblin Elite Infantry blocks or is 
blocked, it gets -1/-1 until end of turn, 

They talk a good fight. 


Illus. Robert Bliss 183/350 


Goblin tere 
Creature — Goblin 
2/2 
“When you're a goblin, you dont have to step forward 
to be a hero—everyone else just has to step back!” 
—Bigguin Flodrot, goblin veteran 
§ 
184/350 


1@e 


Tilus. Pete Venters 


Goblin King 
Creature — Lord 
2/2 

All Goblins get +1/+1 and gain mountainwalk. 
(They've unblockable if defending player controls a 
mountain.) 

To be king, Numsgil did in Blog, who did in Unkful, 
who did in Viddle, who did in Loll, who did in 
Alrok.... 

Illus. Phil Foglio 185/350 


Goblin Recruiter 12 
Creature — Goblin U 
1/1 

When Goblin Recruiter comes into play, search 
your library for any number of Goblin cards you 
choose, Reveal those cards, then shuffle your 
library and put them on top of it in any order you 
choose, 

“Next!” 


Illus. Scott Kirschner 


Goblin Warrens 2@ 
Enchantment 

2 @, Sacrifice two Goblins: Put three 1/1 red 
Goblin creature tokens into play. 

“Goblins bred underground, their numbers hidden from 
the enemy until it was too late.” 


186/350 


—Sarpadian Empires, vol. IV 


187/350 


lee 


Illus. Dan Frazier 


hammer of Bogardan 
Sorcery 

Hammer of Bogardan deals 3 damage to target 
creature or player. 

2, @@@: Return Hammer of Bogardan to your 
hand, Play this ability only during your upkeep and 


only if F Jammer of Bogarda an is in your graveyard, 
188/350 


Hulking Cyclops 3@@ 
Creature — Giant U 
5/5 

Hulking Cyclops can’t block. 

Anyone can oni a cyclops, but few can stand in 
its ‘way. 

Illus. Paolo Parente 


Tilus. Ron Spencer 


189/350 
Mlicit Auction 3@@ 
Sorcery 

Choose target creature. Each player may bid life 
for control of that creature. You begin the bidding 
at 0, Proceeding in turn order, each player may to 
the high bid, The auction ends when the high bid 
stands, The high bidder loses life equal to the high 
bid and gains‘control of the creature. 


Illus. Scott Kirschner 190/350 


Inferno 5e@e 

Instant 

Inferno deals 6 damage to each creature and each 

player, 

“Some have said there 1s no subtlety to de estruction. You 

know what? Theyre dead.” 

‘ —Jaya Ballard, task mage 
191/350 


4ee 


Illus. Mike Kerr 
Jokulhaups 


Sorcery 
Destroy all artifacts, creatures, and lands. They 
can't be regenerated. 
“The raging waters had swept away trees, br tdges, and 
even houses. My healers had much work to do.” 
—Halvor Arenson, Kjeldoran priest 
192/350 


Lightning Blast 3\@ 
Instant Cc 
Lightning Blast deals 4 damage to target creature 
or player. 

Those who fear the darkness have never seen what the 
light can do.” 


Illus. Mike Kerr 


—Selenia, dark angel 
193/350 


3@ 


Illus. Richard Thomas 


Manabarbs 

Enchantment 

Whenever a player taps a land for mana, 
Manabarbs Aa 1 damage to him or her, 


Illus. Christopher Rush 194/350 


Mountain Goat é 
Creature — Goat Cc 
W/1 

Mountainwalk (This creature is unblockable if 
defending player controls a mountain.) 

Only the heroic and the mad follow mountain goat 
trails, 

Illus. Cornelius Brudi 


Orcish Artillery 
Creature — Ore 

1/3 

®: Orcish Artillery deals 2 damage to target crea- 
ture or player and 3 damage to you. 

Ina rare display of ingenuity, the ores invented an 
incredibly destructive weapon. Most orcish artillerists 
are those who dared criticize its effectiveness, 
Illus. Dan Frazier 


195/350 


1@e 
U 


196/350 


Orcish Oriflamme 3@ 
Enchantment U 
Attacking creatures you control get +1/+0. 
Illus. Dan Frazier 


Pillage 
Sorcery 
Destroy target artifact or land. It can’t be a 
ated, 

Illus. Richard Kane Ferguson 


Pyrotechnics 
Sorcery 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures 
and/or players. 
‘Hilnilya! Behold the man of flint, that’s me! / Four 
lightnings zigzag from me, strike and return.” 
—Navajo war chant 
199/350 


197/350 


vey 


198/350 


os 


Illus. Anson Maddocks 


Raging Goblin a 
Creature — Goblin C 
1/1 

Haste (This creature may attack and & the turn it 
comes under your control.) 

He raged at the world, at his family, at his life. But 
mostly he just raged, 


Illus. Jeff Miracola 200/350 


Reckless Gmbermage 3@ 
Creature — Wizard 


s Embermage deals 1 damage to tar- 
get creature or player and il damage to itself 
Many mages have been consumed by y their work. 
201/350 


2ee 


Illus. Tom Kyffin 


Relentless Assault 
Sorcery 
Untap all creatures that attacked this turn. You get 
an ‘aduitional combat phase followed by an addi- 
tional main phase this turn. 
“Flog and Squee / Up the tree / See the army / Flee, 
flee, fle.” 

—Goblin nursery rhyme/war cry 
Illus. G. Darrow & I. Rabarot 202/350 


C=Common U=Uncommon R =Rare 


Sabretooth Tiger 22 

Creature — Tiger Cc 

2/1 

First strike 

‘Lfear anything with teeth measured in handspans!” 

—Norin the Wary 
203/350 


1e 
C 


Illus. Melissa A. Benson 


Shatter 
Instant 
Destroy target artifact. 


Illus. Jason Alexander Behnke 204/350 


Shatterstorm 2e¢@ 
Sorcery 

Destroy all artifacts. They can’t be regenerated. 
Chains of leaping fire and sizzling lightning laid 
waste the artificers’ handiwork, sparing not a single 
device. 

Illus. James Allen 


Shock @ 
Tnstant C 
Shock deals 2 damage to target creature or player. 
Lightning tethers souls to the world. 


205/350 


—Kor saying 


Illus. Randy Gallegos 206/350 


Spitting Drake 32 
Creature — Drake U 
2/2 

Flying 

@: Spitting Drake gets +1/+0 until end of turn. 
Spend no more than @ this way each turn, 

It prefers its meals cooked. 


Illus. G. Darrow & I. Rabarot 207/350 


Spitting Garth 1@ 
Sorcer Cc 
Spitting Earth deals to target creature damage 
equal to the number of mountains you control. 
“There are times solid ground gives precious little com- 


ort.” 


Illus. Brian Snoddy 


—Talibah, embermage 
208/350 


Stone Rain 22 
Sorcery C 
Destroy target land. 


Illus. John Matson 209/350 


Talruum Minotaur 2ee 

Creature — Minotaur C 

3/3 

Haste (This creature may attack and @ the turn it 

comes under your control.) 

Don’t insult a Talruum unless your mount is swift. 

—Sug’Ata saying 
210/350 


Tremor e@ 
Sorcery C 
Tremor dealo 1 damage to each creature without 
flying. 

“Where do you run when the earth becomes your 
enemy?” 


Illus. Pete Venters 


—Naimag, Femeref philosopher 


Illus. Pete Venters 211/350 


Vertigo e 
Instant U 
Vertigo deals 2 damage to target creature with fly- 
ing. That creature loses flying until end of turn. 
‘Tsaw the wizard gesturing, but I didn't guess his plan 
until my aesthir cried out and went into a dive.” 
—Arna Kenneriid, shyknight 
212/350 


3@ 
C 


Illus. Drew Tucker 


Viashino Warrior 
Creature — Viashino 
4/2 
“When traveling the Great Desert avoid wearing the 
scales of | peat the Viashino rule the sands and 
look poorly on the eae their cousins,” 
aalfirin Guide to the Desert 
213/350 


4@e@ 


Illus. Roger Raupp 


Volcanic Dragon 
Creature — Dragon 
4/4 

Flying; haste (This creature may attack and ® the 
turn it comes under your control.) 

Speed and fire are always a deadly combination. 
TilusnJanine Johnston 214/350 


Volcanic Geyser Xx@e 
Instant U 
Volcanic Geyser deals X damage to target creature 
or player. 
My thunder comes before the lightning; my lightning 
comes before the clouds; my rain dries all the land it 
touches. What am I2 

—Femeref riddle 


Illus. David O'Connor 215/350 


ene 


He 


lee 
U 


Wall of Fire 

Creature — Wall 

0/5 

(Walls can't attack.) 

@: Wall of Fire gets +1/+0 until end of turn. 

“Struggle, and you will only fan the flames.” 
—Talibah, embermage 


Illus. Richard Thomas 216/350 


oo Green 
Birds of Paradise 

Creature — Bird 

0/1 

Flying 

@: Add one mana of a color of your choice to 
your mana pool. 
Illus. Mark Poole 


217/350 
Call of the Wild 208 
Enchantment 

2.@@: Reveal the top card of your library. If it’s 
a creature card, put it into play. Otherwise, put it 
into your graveyard. 

Thinking eo made Squee realize that the forest 
was probably thinking the same thing. 


Tilus. Brom 


Cat Warriors 
Creature — Cat Warrior 
2/2 

Forestwalk (This creature is unlockable if defending 
player controls a forest.) 


218/350 


1@@ 
C 


“These stealthy felines have survtved so many battles 


that some believe they must possess many lives. 
Illus. Melissa A. Benson 


Creeping Mold 
Sorcery 

Destroy target artifact, land, or enchantment. 
“Mold could catch you.” 


219/350 


288 
U 


—Suq'Ata insult 
220/350 


Ee 


# 


Illus. David Seeley 


Dense Foliage 

Enchantment 

Creatures cantt be the targets of spells. 

‘Big plants not only good for hidin’, but full 0 tasty 

bugs, too.” 

—Squee, goblin cabin hand 
221/350 


1e@ 


Illus. Alan Rabinowitz 


Garly harvest 

Instant 

Target player untaps all basic lands he or she con- 

trols, 

“Tonight we'll eat a farewell feast. Cold corn porridge 

is not eas / Lets peel papayas, pineapples, and 

mangoes, rink coconut milk, / and bake bananas.” 
—‘Love Song of Night and Day” 


Illus. Janine Johnston 222/350 


Qlder Druid 

Creature — Cleric 

2/2 

3:\@, ©: Tap or untap target artifact, creature, or 

land. 

“Did clouds dance in his eyes, 

did thorns play at his fingertips?” 

—Shesul Fass, faerie bard 
223/350 


2a@ 
C 


3m 


Illus, Richard Kane Ferguson 


Elven Cache 
Sorcery 

Return target card from your graveyard to your 
hand. 

Elves know where to harvest the best of the forest, for 
they planted it there themselves. 
Illus. Rebecca Guay 


Elven Riders 
Creature — Elf 
3/3 

Elven Riders can't be blocked except by creatures 
with flying or Walls. 

Sometimes it is better to be swift of foot than strong of 
swordarm. 


224/350 


3Qe 
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—Elven proverb 


Illus, Dan Frazier 225/350 


@lvish Archers 

Creature — Elf 

2/1 

First strike 

‘Tell you, there was so many arrows flying about you 
couldn't hardly see the sun. So I says to young Angus, 
‘Wall, at least now we've fighting in the shade!” 

Illus. Anson Maddocks 226/350 


Fallow Garth 26 
Sorcery U 
Put target land on top of its owner's library. 
“..and when the farmer awoke the next morning, all 
the seeds from his field were once again in their sacks.” 
—Afari, Tales 


Illus. Janine Johnston 227/350 


(ARTs « £ u 
Familiar Ground 2@ 
Enchantment U 
Each creature you control can't be blocked by more 
than one creature each combat. 

‘Td rather fight on foreign soil. That way, if I lose I 
can blame it on the terrain.” 


—Gerrard of the Weatherlight 


Illus. Jeff Miracola 228/350 


~ Cs 
Femeref Archers 
Creature — Soldier 
2/2 
®: Femeref Archers deals 4 damage to target 
attacking creature with flying. 
“They say a Zhalfirin archer can split the eye of a grif- 
fin. Nonsense, of course; they have no faith to guide 
their darts.” 
—WNuru, Femeref archer 


Illus. William Donohoe 229/350 


Fo Lo) 
eae C 
Creatures deal no combat damage this turn. 
Illus. Harold McNeill 230/350 
Eyndhorn Brownie 2@ 
Creature — Brownie C 
1/1 
2@, : Untap target creature. 
‘Tve been insulted by drunks in a hundred inns, but 
never as skillfully or annoyingly as by those blasted 
brownies,” 

—General Jarkeld, the Arctic Fox 
Illus. Richard Thomas 231/350 


Eyndhorn Gilder 2@ 
Creature — Elf U 
1/1 
®: Add &# to your mana pool. 
“Do we know what we're doing? Yes—the will of 
Freyalise.” 

—Laina of the Elvish Council 


Illus. Donato Giancola 232/350 


Giant Growth ® 
Instant C 
Target creature gets +3/+3 until end of turn. 

Illus. DiTerlizzi 233/350 


Giant Spider 3@ 
Creature — Spider C 
2/4 

Giant Spider can block as though it had flying. 

It’s not far into the trap, as the crow flies. 
Illus. Randy Gallegos 


Gorilla Chieftain 
Creature — Ape 
3/3 
1 ®: Regenerate Gorilla Chieftain. 
‘In the soil of leadership sprout the seeds of 
immortality.” 
“—Kaysa, Elder Druid of the Juniper Order 
Titus: Quinton Hoover 235/350 


234/350 


2@80@ 
C 


Grizzly Bears 

Creature — Bear 

2/2 

Don’ try to outrun one of Dominaria’s grizzlies; itll 

catch you, knock you down, and eat you. Of course, you 
could run up a tree. In that case you'll get a nice view 

before it knocks the tree down and eats you. 


Illus. Una Fricker 236/350 


hurricane x®@ 
Sorcery 

Hurricane deals X damage to each creature with 
flying and each player. 


Illus. Andrew Robinson 


Living Lands 
Enchantment 
All forests are 1/1 creatures that are still lands. 
Illus. John Matson 238/350 


Llanowar Gives Li 

Creature — Elf C 

1/1 

&: Add #® to your mana pool. 

One bone broken for every twig snapped underfoot. 
—Llanowar penalty for trespassing 

Illus. Anson Maddocks 239/350, 


Lure 1@@ 
Enchant Creature U 
All creatures able to block enchanted creature do 
$0. 

When setting a snare, success depends not on the quality 
of the trap, but the quality of the bait. 
Illus. Anson Maddocks 


Maro 

Creature — Elemental 
8 

Maro’s power and toughness are each equal to the 
number of cards in your hand. 
No two see the same Maro. 

Illus. Stuart Griffin 


237/350 


ae 


240/350 


28@ 


241/350 


Nature's Resurgence 288 

Sorcery 

Each player draws as many cards as there are crea- 

ture cards in his or her graveyard. 

Spring follows winter 

—Elvish expression meaning 
“all things pass” 

242/350 


4@ 
Cc 


Illus. Scott M. Fischer 


Panther Warriors 
Creature — Cat Warrior 
6/3 

The dogs of war are nothing compared to the cats. 
243/350 


29 
C 


Illus. Eric Peterson 


Pradesh Gypsies 

Creature — Gypsy 

V/ 

1@, ©: Target creature gets -2/-0 until end of 

turn. 

‘A mysterious people indeed. Their origins are as secret 

as their traditions,” 

—Lord Magnus of Llanowar 
244/350 


ae 
U 


Illus. Quinton Hoover 
Radjan Spirit 
Creature — Git 
3/2 

: Target creature loses flying until end of turn. 
Illus. Christopher Rush 245/350 
Rampant Growth 1 
Sorcery C 
Search your library for a basic land card and put 
that card into play tapped. Then shuffle your 
library. 

Rath forces plants from its surface as one presses whey 
from cheese. 
Illus. Tom Kyffin 


Redwood Treefolk 
Creature — Treefolk 
3/6 

The soldiers chopped and chopped, and still the great 
tree stood, frowning down at them. 
Illus. Steve Luke 


246/350 


4@ 
Cc 


247/350 
Regeneration 1@ 
Enchant Creature C 
@: Regenerate enchanted creature. 
Illus. Quinton Hoover 


248/350 
kg MOS 


DUELIST JUNE 1999 


River Boa 

Creature — Snake 

2/1 

Islandwalk (This creature is unblockable if defending 

player controls an island.) 

®: Regenerate River Boa. 

‘But no one heard the snakes gentle hiss for peace over 

the elephant’ trumpeting of war.” 

—Afari, Tales 
249/350 


286 


Illus. Steve White 


Rowen 
Enchantment 
Reveal the first card you draw each turn. 
Whenever you reveal a basic land card this way, 
draw a card. 
‘Tve dreamt of a second harvest but fear I will not 
see it.” ‘ , 
—Asmira, holy avenger 


Illus, Jon J Muth ” 250/350 


if My * 
Scaled Wurm 
Creature — Wurm 
7/6 
“Flourishing during the Ice Age, these wurms were the 
bane of all Kjeldorans. Their great size and ferocity 
made them the subject of countless nightmares—they 
embodied the worst of the Ice Age.” 

—Kyeldor: Ice Civilization 


Illus. Daniel Gelon 251/350 


Shanodin Dryads Lal 
Creature — Dryad C 
W/1 

Forestwalk (This creature is unblockable if defending 
player controls a forest.) 

Moving without sound, swxft figures pass through 
branches and undergrowth completely unhindered. One 
with the trees around them, the dryads of Shanodin 
Forest are seen only when they wish to be. 


Illus. Gary Leach 252/350 


Stalking Tiger 

Creature — Tiger . C 
3/3 

Stalking Tiger can't be blocked by more than one 
creature Pi combat. 

In the Jamuraan jungles, there is often no separating 
beauty from danger. 

Illus. Terese Nielsen 


Stream of Life 
Sorcery 
Target player gains X life. 


Illus. Terese Nielsen 254/350 


Summer Bloom 1® 
Sorcery U 
Play up to three additional lands this turn. 

Summer sends its kiss with warmth and blooming life. 


Illus. Kaja Foglio 255/350 


oe ED sous 

Thicket Basilisk 

Creature — Basilisk 

2/4 

Whenever Thicket Basilisk blocks or is blocked by 
a non-Wall creature, destroy that creature at end of 
combat. 

Moss-covered statues littered the area, a macabre mon- 
ument to the basilisk's terrible power. 


Tilus. Dan Frazier 256/350 
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Trained Armodon 
Creature — Elephant 
3/3 

These are its last days, Better to grow broad and heavy. 
Better that the enemy is crushed beneath its carcass, 
257/350 


1® 


1O@ 
C 


Illus. Gary Leach 


Tranquil Grove 
Enchantment 
1. @@: Destroy all other enchantments. 


Tllus. Dylan Martens 258/350 


Tranquility 

Sorcery 

Destroy all enchantments, 
Illus. Douglas Shuler 


Uktabi Orangutan 

Creature — Ape 

2/2 

When Uktabi Orangutan comes into play, destroy 

target artifact, 

“Ts it true that the apes wear furs of gold when they 

marry?” 

—Rana, Suq'Ata market fool 
260/350 


4@ 


Illus. Una Fricker 


Uktabi Wildcats 
Creature — Cat Warrior 
yt 

Uktabi Wildcats’ power and toughness are each 
equal to the number of forests you control. 

®, Sacrifice a forest: Regenerate Uktabi Wildcats. 
Illus. John Matson 261/350 


Unseen Walker 1@ 
Creature — Dryad U 
Vi 

Forestwalk (This creature is unblockable if defending 
player controls a forest.) 

1 @@: Target creature gains forestwalk until end 
of turn, 

“To pass through the jungle: silence, courtesy, ferocity, as 
the occasion demands,” 


—Kamau, “Proper Passage 


262/350 
Untamed Wilds 2@ 
Sorcery U 
Search your library for a basic land card and put 
that card into play. Then shuffle your library. 
Illus. NENé Thomas 263/350 


1a@ 


Illus. Alan Rabinowitz 


Verduran Enchantress 
Creature — Wizard 

0/2 

Whenever you play an enchantment spell, you may 
draw a card. 

Some say magic was first practiced by women, who 
have always felt strong tres to the land. 
Illus. Kev Brockschmidt 


r 


264/350 


Vitalize 

Instant 

Untap all creatures you control. 

After waking to the magic of Llanowar, no dreams 
can compare.” 


—Mirri of the Weatherlight 


265/350 

Waiting in the Weeds 1Oe@ 
orcery 

Each player counts the untapped forests he or she 
controls and puts that many 1/1 green Cat creature 
tokens into play. 
The trees have ears, eyes, and teeth. 
Illus. Susan Van Camp 


Warthog, 

Creature — Warthog 

3/2 

Swampwalk (This creature is unblockable if defending 

player controls a swamp. ) 

“Too much work—it takes a long time to break them 

in, and more than a few recruits.” 

—Grebog, goblin swine-rider 
267/350 


Tilus, Pete Venters 


266/350 


1@e 
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Illus. Steve White 


Wild Growth ® 
Enchant Land C 
Whenever enchanted land is tapped for mana, it 
produces an additional #. 


Illus. Pat Morrissey 268/350 


Worldly Tutor e 

Instant U 

Search your library for a creature card and reveal 

that card. Shuffle your library, then put the card on 

top of it. 

‘Aselbo soon had the rhino eating from his palm and 

the snake waiting at his heels.” 

—Afari, Tales 
269/350 


1@ 


Illus. David O'Connor 


Wyluli Wolf 
Creature — Wolf 
WV 
: Target creature gets +1/+1 until end of turn. 
“When one wolf calls, others follow. Who wants to 
Sight creatures that eat scorpions?” 

—Maimun al- Wyluli, diary 


Illus. Susan Van Camp 270/350 


Artifacts 

Aladdin's Ring 
Artifact 
8, : Aladdin's Ring deals 4 damage to target 
creature or player, 
“\.« The magician drew a ring off his finger... , say- 
ing: ‘Tt is a talisman against all evil, so long as you 
obey me.” 

—The Arabian Nights, 

Junior Classies trans. 


Illus. Stuart Griffin 271/350 


Amber Prison 4 
Artifact 

You may choose not to untap Amber Prison during 
your unta step. 

4, ©: Tap target artifact, creature, or land. As 
long as Amber Prison is tapped, that permanent 
doesn't untap during its controller's untap step. 


Tilus. Donato Giancola 272/350 


Ankh of Mishra 
Artifact 

Whenever a land comes into play, Ankh of Mishra 
deals 2 damage to that land’s controller. 

Tawnos finally cracked the puzzle: the strange struc- 
tures did not house Mishra’ malevolent creations but 
were themselves among his creations. 
Illus, Ian Miller 


Ashnod’s Altar 3 
Artifact U 
Sacrifice a creature: Add two colorless mana to 
your mana pool, 

The Brothers’ War scarred the land, but Ashnod left her 
mark in the bloodlines of those she tortured. 
Illus. Anson Maddocks 


273/350 


274/350 


Bottle of Suleiman 

Artifact 

1, Sacrifice Bottle of Suleiman: Flip a coin, If you 
lose the flip, Bottle of Suleiman deals 5 damage to 
you. If you win the flip, put a 5/5 Djinn artifact 
creature token into play. That creature has flying, 
Illus, DiTerlizzi 275/350 


Charcoal Diamond 2 
Artifact U 
Charcoal Diamond comes into play tapped. 
®: Add # to your mana pool. 

Illus. Drew Tucker 


Crystal Rod I 
Artifact U 
Whenever a player plays a blue spell, you may pay 
1. If you do, you gain 1 life. 


Illus. Donato Giancola 


276/350 


277/350 


c =Common U=Uncommon 


Cursed Totem 
Artifact 
Players can't play activated abilities of creatures. 
Pass me from soul to soul, / soldier to herder, herder to 
beast, beast to soil / until Lam everywhere. / Then pass 
me those souls. 

—Totem inscription (translated) 
Is. D. Alexander Gregory 278/350 


Dancing Scimitar 4 
Artifact Creature 

1/5 

Flying 

Bobbing merrily from opponent to opponent, the scimi- 
tar began adding playful little flourishes to its strokes; 
it even turned a couple of somersaults, 


Illus. Anson Maddocks 279/350 


Dingus Ggg 4 
Actioet 

Whenever a land is put into a graveyard from play, 
Dingus Egg deals 2 damage to that land’s con- 
troller, 


Illus, Randy Gallegos 280/350 


Disrupting Scepter 3 
Artifact 

3), @: Target player chooses and discards a card 

from his ote hand, Play this ability only during 
your turn. 


Illus, Stuart Griffin 281/350 


Dragon Engine 3 
Artifact Creature 
1/3 
2: Dragon Engine gets +1/+0 until end of turn, 
“How is it the legged engines seem so much more alive 
than their wheeled counterparts? Simply, they were 
born, not made.” 

—Mishra 


Illus. Anson Maddocks 282/350 


Dragon Mask 3 
Artifact U 
3), ©: Target creature you control gets +2/+2 
until end of turn. At end of turn, return that crea- 
ture to its owner’s hand. 
“With no further options, I was forced to don the 
mask, 

—Rashida Scalebane 


Illus, Craig Hooper 283/350 


Fire Diamond 2 
Artifact U 
Fire Diamond comes into play tapped. 
®: Add @ to your mana pool. 

Illus. Richard Thomas 


Flying Carpet 4 
Artifact 

2, ©: Target creature gains flying until end of 
turn. 

Illus. Mark Tedin 


284/350 


285/350 


Fountain of Youth 0 
Artifact U 
2, @: You gain 1 life. 

The fountain had stood in the town square for cen- 
turies, but only the pigeons knew its secret. 
Illus. Daniel Gelon 


Glasses of Urza f 
Artifact U 
®: Look at target player’s hand, 
Illus. Douglas Shuler 


286/350 


287/350 


Grinning Totem 4 
Artifact 

2, ©, Sacrifice Grinning Totem: Search target 
opponent's library for a card and set that card 
aside. That player then shuffles his or her library. 
You may play the card as though it were in your 
hand, At the beginning of your next upkeep, if you 
haven't played the cat put it into its owner's 
graveyard, 


Illus. Donato Giancola 288/350 


The hive i) 
Artifact 

5, ®: Put a 1/1 Wasp artifact creature token into 
play. That creature has flying. 

Mouths and wings beyond numbering, but a single 
mind to guide them. 


Illus. Sandra Everingham 


howling Mine 2 
Artifact 

At the beginning of each player's draw step, if 
Howling Mine is untapped, that player draws an 
additional card, 
Illus. Mark Poole 


289/350, 


290/350 


R = Rare 


Tron Star 1 
Artifact U 
Whenever a player plays a red spell, you may pay 
1. Ifyou do, you gain 1 life. 


Illus. Donato Giancola 291/350 


Ivory Cu 1 
Artifact - U 
Whenever a player plays a white spell, you may pay 
1. Ifyou do, you gain 1 life. 


Illus. Donato Giancola 


Jade Monolith 4 
Artifact 

1: The next time a source of your choice would 
deal | damage to target creature this turn, that dam- 
age is dealt to you instead. 
Illus. Richard Kane Ferguson 


292/350 


293/350 


Jalum Tome 3 
Artifact 

2, &: Draw a card, then choose and discard a 
card from your hand. 

This timeworn relic was responsible for many of Urza's 
victories, though he never fully comprehended its mystic 
runes. 

Illus. Tom Wanerstrand 


ek 


294/350 


ERS Tome 
Artifact 

4, ©: Draw a card. 
Illus. Mark Tedin 


Lead Golem 5 
Artifact Crea Golem U 
3/5 

Whenever Lead Golem attacks, it doesn’t untap 
during its controller’s next untap step. 
Slow and heavy swings the club. 

Illus. Hannibal King 


Mana Prism 3 
Artifact U 
®: Add one-colorless mana to your mana pool. 
1), ®: Add one mana of a color of your fae to 
your mana pool. 

Illus, Margaret Organ-Kean 


Marble Diamond 2 
Artifact U 
Marble Diamond comes into play tapped. 
®: Add %* to your mana pool. 

Illus. Jeff Mir: acola 


295/350 


296/350 


297/350 


298/350 


Meekstone 

Artifact 

Each creature with power 3 or greater doesn't 
untap during its controller's untap step. 

When the mighty sleep, the lowly prowl. 


Illus. Quinton Hoover 


Millstone 2 
Artifact 

, ®: Put the top two cards of target player's 
library into his or = graveyard. 
More than one mage has been driven insane by the 
sound of the millstone relentlessly grinding away. 
Illus. Kaja Foglio 300/350 


Moss Diamond 2 
Artifact U 
Moss Diamond comes into play tapped. 

©: Add @ to your mana pool. 


Illus. Donato Giancola 


299/350 


301/350 


Mystic Compass 2 
— U 
, &: Target land is a basic land type of your 

ie until end of turn. 


Illus. Amy Weber 302/350 


Obsianus Golem 

Artifact Creature — Golem 

4/6 

“The foot stone 1s connected to the ankle stone, the ankle 
stone 1s connected to the leg stone... . 
— ‘Song of the Artificer” 


Illus. Jesper Myrfors 303/350 


Ornithopter 0 
Artifact Creature U 
0/2 
Flying 
‘Tt hes been my honor to improve on the Thran’s origi- 
nal design. Perhaps history will remember me in some 
small part for my work.” 

—Urza, in his apprenticeship 


Tilus. Amy Weber 304/350 


Datagia Golem 4 
Artifact Creature — Golem U 
2/3 

3: Patagia Golem gains flying until end of turn. 
It scattered falcons like a lion hunt ting among jackals. 
Illus. Scott Kirschner 305/350 


Pentagram of the Ages 4 
Artifact 

4, ©: The next time a source of your choice 
would deal damage to you this turn, prevent that 
damage. 

A mirror, a shield, a promise, a great distance, and a 
kind word—five ways to avoid harm. 
Illus. Douglas Shuler 


egy 


306/350 


Phyrexian Vault 
tifact 
2, &, Sacrifice a creature: Draw a card. 
“The secrets of Phyrexia are expensive. You will pay in 
brass and bone, sieel and sinew. 
—Kaervek 


Illus. Hannibal King 307/350 


Primal Clay 4 
Artifact Cuatie 

+p 

Primal Clay comes into play as your choice of a 
3/3 artifact creature; a 2/2 artifact creature with 
flying; or a 1/6 Wall artifact creature. (Walls can't 
attack.) 

Illus. Adam Rex 


Rod of Ruin 4 
Artifact U 
3), : Rod of Ruin deals 1 damage to target 
creature or player. 
Illus. Christopher Rush 


Skull Catapult 4 

se act U 
, &, Sacrifice a creature: Skull Catapult deals 2 

the to target creature or player. 

“What manner of fiend would design such a sadistic 


device?” 


308/350 


309/350 


—Sorine Relichane, Soldevi heretic 


Illus. Ian Miller 310/350 


ky Diamond 2 
re fact U 
Sky Diamond comes into play tapped. 
®: Add © to your mana pool. 
Illus. D. Alexander Gregory 


Snake Basket 4 

Artifact 

X, Sacrifice Snake Basket: Put X 1/1 green Cobra 

creature tokens into play. Play this ability only if 

you're allowed to play a sorcery. 

“Uh, does anyone have a flute?” 

—Rana, Sug-Ata market fool 
312/350 


311/350 


illus. Roger Raupp 


Soul Net 1 
Artifact U 
Whenever a creature is put into a graveyard from 
play, you may pay 1. If you do, you gain 1 life. 
Illus. Andrew Robinson 313/350 


Storm Cauldron 5 
Artifact 

Each player may play an additional land during 
each of his or her turns. 

Whenever a land is tapped for mana, return it to 
its owner's hand. 


Illus. Dan Frazier 314/350 


Teferi’s Puzzle Box 
Artifact 

At the beginning of each player's draw step, that 
player counts the cards in his or her hand, puts 
them on the bottom of his or her library, and then 
draws that many cards. 
Illus. Kaja Foglio 


Throne of Bone i 

Artifact u 
Whenever a player plays a black spell, you may pay 
1. If you do, you gain 1 life. 


Illus. Donato Giancola 


Wand of Denial 2 
Artifact 

®: Look at the top card of target player's library. 
Ifit’s a nonland card, you may pay 2 life. If you do, 
put it into that player’ graveyard. 
You'll never miss what you never had. 
Illus. Steve Luke 


315/350 


316/350 


317/350. 


Wooden Sphere 

Artifact 

Whenever a player plays a green spell, you may pay 
1. If you do, you gain 1 life. 


Illus. Donato Giancola 


Adarkar Wastes 

Land 

®: Add one colorless mana to your mana pool. 
: Add # or @ to your mana pool. Adarkar 
Wastes deals 1 damage to you. 


Illus. Gary Leach 


Brushland 
Land 

: Add one colorless mana to your mana pool. 
®: Add @ or #* to your mana pool. Brushland 
deals 1 damage to you. 
Illus. Tom Wanerstrand 


318/350 


319/350 


320/350 


City of oa 


Lan 
Whenever City of Brass is tapped, it deals 1 dam- 
age 6 you. 

Add one mana of a color of your choice to 
oer mana pool. 


Illus. Tom Wanerstrand 321/350 


Crystal Vein 

Land U 
®: Add one colorless mana to your mana pool. 
®, Sacrifice Crystal Vein: Add two colorless mana 
to your mana pool. 


Illus. Pat Morrissey 322/350 


Dwarven Ruins 

Land 

Dwarven Ruins comes into play tapped. 
®: Add @ to your mana pool. 

®, Sacrifice Dwarven Ruins: Add @@ to your 
mana pool. 

Illus. Liz Danforth 


Ebon Stronghold 
Land U 
Ebon Stronghold comes into play tapped. 

®: Add # to your mana pool. 

®, Sacrifice Ebon Stronghold: Add #4 to your 
mana pool. 

Illus. Liz Danforth 


323/350 


324/350 


‘havenwood Tacegrount ” 


Land 

Havenwood Battleground comes into play tapped. 
©: Add # to your mana pool. 

®, Sacrifice Havenwood Battleground: Add 4% 
to your mana pool. 

Illus. Liz Danforth 


Karplusan Forest 
Land 

®: Add one colorless mana to your mana pool. 
&: Add @ or @ to your mana pool. Karplusan 
Forest deals 1 damage to you. 
Illus. Randy Gallegos 


Ruins of Trokair 

Land 

Ruins of Trokair comes into play tapped. 
®: Add # to your mana pool, 

®, Sacrifice Ruins of Trokair: Add #3 to your 
mana pool. 

Illus. Liz Danforth 


326/350 


327/350 


ape 


Sulfarone Springs 

Land 

®: Add one colorless mana to your mana pool, 
©: Add ® or @ to your mana pool. Sulfurous 
Springs deals 1 damage to you. 


Illus. Jeff Miracola 328/350 


elunite Temple 

Puy 

Svyelunite Temple comes into play tapped. 

®&: Add @) to your mana se 

&, Sacrifice Svyelunite Temple: Add @)@) to your 
mana pool. 

Illus. Liz Danforth 


Underground River 
Land 

®: Add one colorless mana to your mana pool. 
&: Add @) or ® to your mana pool. 
Underground River deals 1 damage to you. 
Illus. Jeff Miracola 


329/350. 


330/350 


Plains 
Land C 
* 


Illus. Tom Wiinerstrand 331/350 
332/350 
333/350 


334/350 


Illus. Tom Wianerstrand 
Illus. Douglas Shuler 
Illus. Fred Fields 


Island 
Land Cc 


¢ 

Illus. Douglas Shuler 
Illus. J. W. Frost 
Illus. John Avon 
Illus. Eric Peterson 


335/350 


338/350 


Swamp 


Land C 
® 


Illus. Romas 

Illus. Dan Frazier 
Illus. Douglas Shuler 
Illus. Romas 
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Mountain 
Land Cc 
2 
Illus. John Avon 
Illus, John Avon 
Illus, John Avon 
Illus. Brian Durfee 
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346/350 


Forest 
Land C 


® 
Illus. Quinton Hoover 
Illus. Quinton Hoover 
Illus. John Avon 
Illus. John Avon 
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QO 187/350 
QO 188/350 
O 189/350 
Q 190/350 
Q 191/350 
Q 192/350 
Q 193/350 
O 194/350 
Q 195/350 
Q 196/350 
Q 197/350 
Q 198/350 
Q 199/350 
Q 200/350 
Q 201/350 
O 202/350 
Q 203/350 
O 204/350 
O 205/350 
Q 206/350 
O 207/350 
O 208/350 
O 209/350 
O 210/350 
O 211/350 
O 212/350 
0 213/350 
0 214/350 
0 215/350 
O 216/350 
0 217/350 
0 218/350 
O1 219/350 
O 220/350 
O 221/350 
O 222/350 
O 223/350 
O 224/350 
O 225/350 
O 226/350 
O 227/350 
O 228/350 
O 229/350 
O 230/350 
O 231/350 
O 232/350 
Q 233/350 
O 234/350 
O 235/350 
O 236/350 
Q 237/350 
Q 238/350 
O 239/350 
O 240/350 
O 241/350 
O 242/350 
O 243/350 
O 244/350 
O 245/350 
O 246/350 
O 247/350 
O 248/350 
O 249/350 
Q 250/350 
O 251/350 
O 252/350 
Q 253/350 
O 254/350 


Stromgald Cabal 
Stupor 

Syphon Soul 
Terror 

Vampiric Tutor 
Zombie Master 
Aether Flash 
Anaba Bodyguard 
Anaba Shaman 
Balduvian Barbarians 
Balduvian Horde 
Blaze 

Boil 

Burrowing 
Conquer 

Crimson Hellkite 
Earthquake 
Fervor 

Final Fortune 
Fire Elemental 
Firebreathing 

Fit of Rage 
Flame Spirit 
Flashfires 

Giant Strength 
Goblin Digging Team 
Goblin Elite Infantry 
Goblin Hero 
Goblin King 
Goblin Recruiter 
Goblin Warrens 
Hammer of Bogardan 
Hulking Cyclops 
Illicit Auction 
Inferno 
Jokulhaups 
Lightning Blast 
Manabarbs 
Mountain Goat 
Orcish Artillery 
Orcish Oriflamme 
Pillage 
Pyrotechnics 
Raging Goblin 
Reckless Embermage 
Relentless Assault 
Sabretooth Tiger 
Shatter 
Shatterstorm 
Shock 

Spitting Drake 
Spitting Earth 
Stone Rain 
Talruum Minotaur 
Tremor 

Vertigo 

Viashino Warrior 
Volcanic Dragon 
Volcanic Geyser 
Wall of Fire 

Birds of Paradise 
Call of the Wild 
Cat Warriors 
Creeping Mold 
Dense Foliage 
Early Harvest 
Elder Druid 

Elven Cache 
Elven Riders 
Elvish Archers 
Fallow Earth 
Familiar Ground 
Femeref Archers 
Fog 

Fyndhorn Brownie 
Fyndhorn Elder 
Giant Growth 
Giant Spider 
Gorilla Chieftain 
Grizzly Bears 
Hurricane 

Living Lands 
Llanowar Elves 
Lure 

Maro 

Nature's Resurgence 
Panther Warriors 
Pradesh Gypsies 
Radjan Spirit 
Rampant Growth 
Redwood Treefolk 
Regeneration 
River Boa 

Rowen 

Scaled Wurm 
Shanodin Dryads 
Stalking Tiger 
Stream of Life 


Creature - Knight 
Sorcery 

Sorcery 

Instant 

Instant 

Creature - Lord 
Enchantment 
Creature - Minotaur 
Creature - Minotaur 
Creature - Barbarian 
Creature - Barbarian 
Sorcery 

Instant 

Enchant Creature 
Enchant Land 
Creature - Dragon 
Sorcery 
Enchantment 
Instant 

Creature - Elemental 
Enchant Creature 
Sorcery 

Creature - Spirit 
Sorcery 

Enchant Creature 
Creature - Goblin 
Creature - Goblin 
Creature - Goblin 
Creature - Lord 
Creature - Goblin 
Enchantment 
Sorcery 

Creature - Giant 
Sorcery 

Instant 

Sorcery 

Instant 
Enchantment 
Creature - Goat 
Creature - Orc 
Enchantment 
Sorcery 

Sorcery 

Creature - Goblin 
Creature - Wizard 
Sorcery 

Creature - Tiger 
Instant 
Sorcery 
Instant 
Creature - Drake 
Sorcery 

Sorcery 

Creature - Minotaur 
Sorcery 

Instant 
Creature - Viashino 
Creature - Dragon 
Instant 
Creature - Wall 
Creature - Bird 
Enchantment 
Creature - Cat Warrior 
Sorcery 

Enchantment 

Instant 

Creature - Cleric 
Sorcery 

Creature - Elf 
Creature - Elf 

Sorcery 

Enchantment 
Creature - Soldier 
Instant 

Creature - Brownie 
Creature - Elf 

Instant 

Creature - Spider 
Creature - Ape 
Creature - Bear 
Sorcery 

Enchantment 
Creature - Elf 

Enchant Creature 
Creature - Elemental 
Sorcery 

Creature - Cat Warrior 
Creature - Gypsy 
Creature - Spirit 
Sorcery 

Creature - Treefolk 
Enchant Creature 
Creature - Snake 
Enchantment 
Creature - Wurm 
Creature - Dryad 
Creature - Tiger 
Sorcery 
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Anson Maddocks 
Mike Kimble 
Melissa A. Benson 
Ron Spencer 
Gary Leach 
Jeff A. Menges 
Ron Spencer 
Anson Maddocks 
Anson Maddocks 
Mark Poole 
Brian Snoddy 
Gerry Grace 
Jason Alexander Behnke 
Mark Poole 
Randy Gallegos 

Gerry Grace 

Richard Kane Ferguson 
Franz Vohwinkel 

D. Alexander Gregory 
Melissa A. Benson 

Mike Kerr 

Douglas Shuler 

Justin Hampton 

Randy Gallegos 

Kev Walker 

Phil Foglio 

Robert Bliss 

Pete Venters 

Phil Foglio 

Scott Kirschner 

Dan Frazier 

Ron Spencer 

Paolo Parente 

Scott Kirschner 

Mike Kerr 

Mike Kerr 

Richard Thomas 
Christopher Rush 
Cornelius Brudi 

Dan Frazier 

Dan Frazier 

Richard Kane Ferguson 
Anson Maddocks 

Jeff Miracola 

om Kyffin 

G. Darrow & |. Rabarot 
Melissa A. Benson 
Jason Alexander Behnke 
James Allen 

Randy Gallegos 

G. Darrow & |. Rabarot 
Brian Snoddy 

John Matson 

Pete Venters 

Pete Venters 

Drew Tucker 

Roger Raupp 

Janine Johnston 

David O’Connor 

Richard Thomas 

Mark Poole 

Brom 

Melissa A. Benson 
David Seeley 

Alan Rabinowitz 

Janine Johnston 
Richard Kane Ferguson 
Rebecca Guay 

Dan Frazier 

Anson Maddocks 
Janine Johnston 

Jeff Miracola 

William Donohoe 
Harold McNeill 

Richard Thomas 
Donato Giancola 
DiTerlizzi 

Randy Gallegos 

Quinton Hoover 

Una Fricker 

Andrew Robinson 

John Matson 

Anson Maddocks 
Anson Maddocks 

Stuart Griffin 

Scott M. Fischer 

Eric Peterson 

Quinton Hoover 
Christopher Rush 

Tom Kyffin 

Steve Luke 

Quinton Hoover 

Steve White 

Jon J Muth 

Daniel Gelon 

Gary Leach 

Terese Nielsen 

Terese Nielsen 
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2 255/350 
O 256/350 
257/350 
O 258/350 
O 259/350 
260/350 
Q 261/350 
O 262/350 
O 263/350 
O 264/350 
Q 265/350 
OQ 266/350 
O 267/350 
0 268/350 
O 269/350 
Q 270/350 
Q 271/350 
Q 272/350 
Q 273/350 
Q 274/350 
Q 275/350 
Q 276/350 
0 277/350 
0 278/350 
0 279/350 
0 280/350 
0 281/350 
0 282/350 
0 283/350 
0 284/350 
0 285/350 
0 286/350 
287/350 
2 288/350 
O 289/350 
0 290/350 
O 291/350 
0 292/350 
Q 293/350 
O 294/350 
0 295/350 
0 296/350 
0 297/350 
2 298/350 
O 299/350 
2 300/350 
2 301/350 
0 302/350 
0 303/350 
2 304/350 
0 305/350 
306/350 
0 307/350 
0 308/350 
2 309/350 
2 310/350 
311/350 
0 312/350 
0 313/350 
0 314/350 
0 315/350 
2 316/350 
0 317/350 
0 318/350 
0 319/350 
320/350 
0 321/350 
O 322/350 
Q 323/350 
0 324/350 
0 325/350 
O 326/350 
Q 327/350 
0 328/350 
0 329/350 
0 330/350 
0 331/350 
0 332/350 
0 333/350 
0 334/350 
0 335/350 
Q 336/350 
0 337/350 
0 338/350 
0 339/350 
0 340/350 
0. 341/350 
0 342/350 
0. 343/350 
0 344/350 
2 345/350 
0 346/350 
0 347/350 
348/350 
2 349/350 
2 350/350 


oo es RD. 
Summer Bloom 
Thicket Basilisk 
Trained Armodon 
Tranquil Grove 
Tranquility 
Uktabi Orangutan 
Uktabi Wildcats 
Unseen Walker 
Untamed Wilds 
Verduran Enchantress 
Vitalize 

Waiting in the Weeds 
Warthog 

Wild Growth 

Worldly Tutor 

Wyluli Wolf 

Aladdin’s Ring 

Amber Prison 

Ankh of Mishra 
Ashnod’s Altar 

Bottle of Suleiman 
Charcoal Diamond 
Crystal Rod 

Cursed Totem 
Dancing Scimitar 
Dingus Egg 

Disrupting Scepter 
Dragon Engine 
Dragon Mask 

Fire Diamond 

Flying Carpet 
Fountain of Youth 
Glasses of Urza 
Grinning Totem 

The Hive 

Howling Mine 

Iron Star 

Ivory Cup 

Jade Monolith 

Jalum Tome 
Jayemdae Tome 

Lead Golem 

Mana Prism 

Marble Diamond 
Meekstone 

Millstone 

Moss Diamond 

Mystic Compass 
Obsianus Golem 
Ornithopter 

Patagia Golem 
Pentagram of the Ages 
Phyrexian Vault 
Primal Clay 

Rod of Ruin 

Skull Catapult 

Sky Diamond 

Snake Basket 

Soul Net 

Storm Cauldron 
Teteri’s Puzzle Box 
Throne of Bone 

Wand of Denial 
Wooden Sphere 
Adarkar Wastes 
Brushland 

City of Brass 

Crystal Vein 

Dwarven Ruins 

Ebon Stronghold 
Havenwood Battleground 
Karplusan Forest 
Ruins of Trokair 
Sulfurous Springs 
Svyelunite Temple 
Underground River 
Plains 

Plains 

Plains 

Plains 

Island 

Island 

Island 

Island 

Swamp 

Swamp 

Swamp 

Swamp 

Mountain 

Mountain 

Mountain 

Mountain 

Forest 

Forest 

Forest 

Forest 
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Sorcery 

Creature - Basilisk 
Creature - Elephant 
Enchantment 

Sorcery 

Creature - Ape 
Creature - Cat Warrior 
Creature - Dryad 
Sorcery 

Creature - Wizard 
Instant 

Sorcery 

Creature - Warthog 
Enchant Land 

Instant 

Creature - Wolf 
Artifact 

Artifact 

Artifact 

Artifact 

Artifact 

Artifact 

Artifact 

Artifact 

Artifact Creature 
Artifact 

Artifact 

Artifact Creature 
Artifact 

Artifact 

Artifact 

Artifact 

Artifac 
Artifact 
Artifact 
Artifac 
Arti 
Artif 
Artif 
Arti 
Artif 


Artifact Creature - Golem 


Artif 
Arti 
Artif 
Artif 


Creature 


Creature 


ifact 
ifact 
Artifact 
Artifact 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 
Land 


Cards with Red Titles were not in the Fifth Edition card set. 


Creature - Golem 


Creature - Golem 
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Kaja Foglio 

Dan Frazier 

Gary Leach 

Dylan Martens 
Douglas Shuler 
Una Fricker 
John Matson 
Alan Rabinowitz 
NéNé Thomas 
Kev Brockschmidt 
Pete Venters 
Susan Van Camp 
Steve White 

Pat Morrissey 
David O'Connor 
Susan Van Camp 
Stuart Griffin 
Donato Giancola 
lan Miller 
Anson Maddocks 
DiTerlizzi 
Drew Tucker 

Donato Giancola 

D. Alexander Gregory 
Anson Maddocks 
Randy Gallegos 
Stuart Griffin 

Anson Maddocks 
Craig Hooper 
Richard Thomas 
Mark Tedin 
Daniel Gelon 
Douglas Shuler 
Donato Giancola 
Sandra Everingham 
Mark Poole 
Donato Giancola 
Donato Giancola 
Richard Kane Ferguson 
Tom Wanerstrand 
Mark Tedin 

Hannibal King 

argaret Organ-Kean 
Jeff Miracola 

Quinton Hoover 

Kaja Foglio 

Donato Giancola 

Amy Weber 

Jesper Myrfors 

Amy Weber 

Scott Kirschner 
Douglas Shuler 
Hannibal King 

Adam Rex 
Christopher Rush 

jan Miller 

D. Alexander Gregory 
Roger Raupp 

Andrew Robinson 
Dan Frazier 

Kaja Foglio 

Donato Giancola 
Steve Luke 

Donato Giancola 

Gary Leach 

om Wanerstrand 

om Wanerstrand 

Pat Morrissey 

Liz Danforth 

Liz Danforth 

Liz Danforth 

Randy Gallegos 

Liz Danforth 

Jeff Miracola 

Liz Danforth 

Jeff Miracola 

Tom Wanerstrand 
Tom Wanerstrand 
Douglas Shuler 

Fred Fields 

Douglas Shuler 

J. W, Frost 

John Avon 

Eric Peterson 

Romas 

Dan Frazier 

Douglas Shuler 
Romas 

John Avon 

John Avon 

John Avon 

Brian Durfee 

Quinton Hoover 
Quinton Hoover 

John Avon 

John Avon 
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ALADDIN’S RING 


DANCING SCIMITAR STORM CROW 
1/5 1/2 


YOU [e.ack|Biue|ReD] 


iy th aw 


‘Aladdin’s Ring. Itis the beginn 1g of your 


GRAVEDIGGER FORBIDDEN CRYPT FERVOR 
2/2 
[WITH HERMETIC STUDY] 


Forbidden Crypt in play and four cards in 
from. Defeat Bill this turn without losing. 


damage to 
target creatur 


13 LIFE 


Ubtabl Oris 


aca 

| Fiying 

| We: Mesa Falcon gets +0/+1 until 
all price 1 pay for | | end of turn, 
meine a | The faith of Sera is 
Sug’Ata trader } of hope.” 


ne When Urtaby Orunjuian cones 
Lol ys hare wy 20 many arvos into pla, lstroy target artnet, 


sivone abit sion couldn't hei tee “Me weve that ile apes Yoeay fur Of 


orne on wings 


this sunicS0Esays 10 soln Angi Ea 
"HOM, otlast nop eve Huhta god heh thes abn, 
-Gulsen, abe ‘the shade!” Legale. auRanay 5 


naron ¥ 


ie eae 


EKUNDU GRIFFIN MESA FALCON ELVISH ARCHERS UKTABI ORANGUTAN 
2/2 1/1 24 2/2 


4 LIFE 


Grim) Monotin does not untep ring 

your untap phase : 
rs oaks ea ce ‘Charcoal Diamond comes into play 
iy aca mana source tapped, 

Add @ to your mana pool 


SNEAK ATTACK GRIM MONOLITH CHARCOAL DIAMOND [2] SWAMP [7] ISLAND [3] MOUNTAIN [3] 


4 CARDS IN GRAVEYARD 


Ifthe difference between 
coxa anc target player's Ife 
‘flesh, exchange lite totals with that 
} player. 
" "he iéinor of our existence trl fade 
‘ane red for highest cost ike the final stats of morning.” 
ete Ihe Y Kerk 


| When Abduction comes into play, 
/untap enchanted creature, 


from one of 
ds int 


all ripening, 
mth 
Kaueroeh 


ASHEN POWDER DARK RITUAL HECATOMB ADBUCTION 


bine 


When Sengir Autocrat comes into 

pl hive O/] bkick Serf creature 
nto play. 

‘When Sengir Autocrat piny 

Femove all Serf tokens froi play 


SENGIR AUTOCRAT CRIMSON HELLKITE 
2/2 6/6 


1) 
Vo ASR DUR BL ECE 


ure, you’ve seen the Classic (Sixth Edition) card set, 

but have you really looked at it closely? Test your 

memory in four key categories to see if you can iden- 
tify the Classic cards with the following casting costs, text, 
and images. 


Identify which card has the following unique casting cost: 


4 z : oe : . 5 2° 6. 20ee 


RULES TEXT Identify which card has the following words in the rules text: 


] a cat creature tokens” 2 a Proceeding in turn order” 3 » additional main phase” 4 a target nonwhite” 


ermanent doesn 


*tuntap” G ,Nonland cards you own” 7 _ may pay its mana cost” — 


FLAVOR TEXT Identify which card has the following piece of flavor text: 


] a tongs of granite” 2 a» chance, fate, fortune” 3 aw lhran’s original design” 4 a sill it or ignore it” 


‘random bo y part falls off”. ) ‘merchants and militia” 7 _ and then he laughed” 


39d poojg (Z ysoly (Z asdn] Atoway (/ }UDADSOIDON (1 

pawsly (9 UMOG |019S9/99 (9 UMOLUDIVOIT (9 — SalOWay josisaauy (9 
suo0jajays abpnia(¢ Wosiid waquiy (S Salowieay jo11se2uy (Ss _ _Wa}o9 snuDisqg(G _ 
puaweagaasug (y — aXa : — UIDE|au (y Lo 


Jaqdoyziusg (¢ }[NDssy ssajjuajay (¢ — yybuanns unig (¢ 
QAJOSaY S,O19H (Z uonony HolT (Z woolun 94} 0 yspe4 GC 
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[Published in Duelist #37, page 68] 


The keys to this puzzle are your Beast of Burden—you can make it enormous if you can get 
enough creatures into play—and Mike’ Storm Cauldron, which helps you stay alive through 
your upkeep and lets you use a critical land twice in the same turn. The only problems you 
have are Mikes Rivalry, which will kill you during your upkeep, and finding a way to get 

a ee oe all of Mike’ blockers. 


_ Draw Phase 


| 7) Draw Levitation. 


1) Tap eight forests to add eight green 
mana (seven used as generic) to your 
mana pool. After you tap the forests, 
Storm Cauldron will return them to 
your hand. 


Storm Cauldron helps you remove 
_lands from play so you don’t take 
damage from Rivalry. It will also help 


you later. 


_2) Use one green and one generic mana 
activate Ireetop Village, turning it 
into a a 3 creature. 


ke mana burn. 
now oe pump 


4) Use two mana and tap Thran 

_ Weaponty to give all creatures +2/+2. 
‘Thran Weaponry provides critical 

power to Beast of Burden and also 

boosts the Squirrel tokens so they will 

survive the Engineered Plague when 

the Deranged Hermit leaves play. 


5) Deal with Rivalry’s upkeep check. 
Due to all the boomeranged lands, 
you have fewer lands in play than 
Mike does, so you take no damage 
from Rivalry. 


Main Phase 


8) Tap Gaea’s Cradle to get eight green 
mana (six used as generic mana). Due 
to Storm Cauldron, Gaea’s Cradle 
returns to your hand after tapping it. 
Gaea’s Cradle provides eight mana due 
to your eight creatures in play (Beast 
of Burden, four Squirrel tokens, Elvish 
Lyrist, Weatherseed ‘Ireefolk, and the _ 
animated Treetop Village). 


Storm Cauldron helped you stay alive 
through upkeep by getting rid of your 


excess lands. 


9) Use one green and three generic mana 
to play Might of Oaks on your Beast 
of Burden. Beast of Burden i is now a 
25/25 creature (16 creatures in play, 
+2/+2 from Thran Weaponry, and the 
+7/+7 Might of Oaks bonus). 

10) Use one green mana to play Crop 
Rotation. Sacrifice your last forest to 
get an island out of your deck and put 
it into play. | 


6) End your upkeep. You haven't paid 
your echo cost on Deranged Hermit, 
80 it is sacrificed. This will turn 
Lurking Skirge into a creature. 


You need to send a creature to the 
_graveyard. to.activate the Skirge, thus. 
boosting your Beast of Burden. You 
also want the Hermit in the graveyard, 
so you can bring it back into play later 
_ and get a new set of Squirrel tokens. 


You need two blue mana to play 


provides the island. You'll have to use it 
twice. 


11) Tap the island and the plains to add 


one blue and one white mana-to-your--—. 


pool. Due to Storm Cauldron, both 
lands will return to ule hand after you 
tap them. 
12) Put the island and the plains back into 
play. Storm Cauldron allows you to 
play two lands per turn. 
Storm Cauldron helps you again. It 
allows you to use your two single lands 
(island and plains) twice this turn. 


13) Tap the island and plains to add one 
blue and one white mana to your mana 


pool. Both lands will: return to your 
hand. | 


You now have two blue mana ao two | 


white mana (to go with your three - 


remaining generic mana), allowing yo you : 


to pay the double-mana costs on 
Phantasmal Terrain and Karmic Gui 


14) Use two blue mana tb play Phantasmal 
Terrain on one of Mike’ s swamps. Turn 


the swamp into a forest. 


Now that Mike has a forest, your 
Weatherseed Elf can poake Beast of 
Burden unblockable. | 


15) Use two white and a generic mana 
to play Karmic Guide. When Karmic 
Guide comes into play, put Deranged 
Hermit from your gra iveyard i into play. 
When Deranged Hermit comes into 
play, put four more u 1 Squirrel tokens 
into play. 


There are now 22 aoe in play 


—-eight- Squirrel-tokens;- Mike’s- eight 


creatures, and your six other creatures 
(the animated Treetof Village, 
Weatherseed Elf, Elvish Lyrist, Karmic 
Guide, Deranged Hermit, and Beast of ... 
Burden. With the Thran Weaponry 
(+2/+2) and the Might of Oaks 
(+7/+7), Beast of Burden is now a 
31/31 creature—big enough to finish 
Mike off. 


16) Tap Weatherseed Ef to give Beast of 
Burden forestwalk until end of turn. 
17) Attack with Beast of Burden. Mike 


™ 
, 


ee 


: 
ee 


= 


Phantasmal Terrain. Crop Rotation... takes 31 damage and loses. ! 


So many trading card games at Gen Con Game Fair ‘99. So few available _ 
hands. Unless you happen to be a sheep named Dolly, you'll have fo 
settle for one game af a time. One tournament at a Time. But with four 
days to play—24 straight hours each—you’ll get in enough 

hands to please an army of you. 

You can even catch the best of the best paired up at World 
Championships for games like the BattleTech’ and Legend of the 
Five Rings TCGs. And while you give your digits a much-needed 
break, get cards signed by your favorite artists and catch the latest releases 
from your favorite game companies. 


August 5-8, 199) 
Midwest Express Cente 
Mian Wis Insi 


oak of Wizards: of the oa inc. Gen. a isa esistered trademark of TSR, Inc, Legend of the Five Rings is a trademark of Five Rings Publishing sou, inc. TSR. Ine. and Five Rings e 
Coast, Inc. BattleTech iS a ae oF of FASA Corporation. The BattleTech universe is protected by copyrights owned by FASA a a used under — 1999 
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Ringside In the last five or six centuries since trading card games were invented, hobby shops have 
by Wolfgang Baur stocked countless peripherals and gaming aids. Hard sleeves and soft sleeves to protect 
Ninjas lurk around every corne your cards; binders and boxes to store them; counters, beads, and dice to track your score; 

even the occasional classy UV-coated periodical. 

The crack investigative staff here at “Reports on TCGs” recently came into the possession of a highly 
ary just go classified videotape. This tape documents a meeting of the most powerful figures in the gaming 
tual Gam industry, describing prototype accessories so top secret, not even IT knew about them—until now. 
Here, we believe, is a taste of what the Great Gaming Cabal has n store for your accessory needs. 


"% Macintosh-y Station 
hy Tim Rosenstein 


80 The Emperor's Prize 
by Wojehiech Jankowski 


Edible Life Counters. Working off recently reverse-engineered candy-necklace 
technology, Wizards of the Coast brings you these edible delights in three sizes: 
“Wrist,” “Neck,” and “William Conrad Neck.” Just slide the requisite num- 
ber of life counters to the front, then simply eat every life you lose. Provides 


82 A Hero Is More Than a 
Sandwich 


all nutritional requirements for the serious gamer. One for each Magic color! 
hy Cory Herndon 


_ Cybernetic Implants. Decipher ran out of Enhanced First Contact packs, which contained four 
different “Borg overlays” that “assimilated” other cards, within weeks of their release. The encore? 
Actual Borg implants packaged with four First Conéact boosters in an attractive box suitable for 
storing 400 cards or your individuality. You w// collect all four implants: the spidery cheek 
thingy, a Borg neuroprocessor (loaded with nano-goodness), a big arm-tube with little pointy 
instruments on the end, and one of those red laser beam deals that attach to the side of your 


86 Rynn's World head. Accessory names were still only rumored at press time. Resistance is puerile. 
‘hy Rick Moscatella 


Glow-in-the-Dark Ghost Rock. Not a single Deadlands player will want to be without this 
much-needed accessory. Thanks to an amazingly low discount price on raw radioactive waste 
from aging Russian nuclear subs, everyone will be able to enjoy the real look and feel of hand- 
tooled ghost rock without all the spiritual second-guessing. Available while supplies—and all 


those Russian nuclear subs—last. 


Choco-Wookiee Crisp. A tenuous licensing connection will allow Decipher to manufacture the 
first 'CG-based breakfast cereal. Each box will contain a randomly inserted Star Wars CCG 
card featuring one or more Wookiees, such as, well, “Wookiee.” Marketing tagline: “Choco- 
Wookiee Crisp Tastes Just Like Wookiees—Dipped in Chocolate!!” 


The preceding article was a work of fiction, except for the part that was in code. That part was real. 7 


W klectronic Entertainment News ) 


*) After releasing two engrossing RPGs in 1998 (Fallout 2 and Baldur’s Gate) Interplay hopes 
to score a hat trick with Planescape: Torment. This game just keeps looking better and better. 
Torment, which will take AD&D computer gaming to another level, runs off the same 
Bioware Infinity engine as Baldur’s Gate, but it’s hard to recognize it as the same animal. The 
characters in Torment are much bigger, spell animation and lighting are absolutely gorgeous, 
and familiar races like dwarves and elves are replaced by the bizarre species that populate the 
Outer Planes. Oh, and your character is an immortal who loses his memory whenever a normal 
mortal would die, so he can be just about any character type available. Look for Torment to hit 
shelves this summer. 


Electronic Entertainment News [iefeyeiabeyrt-rel 


=) Half-Life cleaned up at the Computer Game Developer’s Association (CGDA) Spotlight Awards, held in mid-March at 
the Game Developer’s Conference (GDC) in San Jose, California. The revolutionary (when did yow last see a first-person 
shooter with a well-plotted storyline?) title took the awards for Best Use of Graphics, Best Use of Audio, Best AI, Best Action 
Game, Best PC Game, People’s Choice, and Best of Show. The only category in which Half-Life lost was Best Multiplayer, 
and a pretty solid competitor took that trophy—Blizzard’s StarCraft. 

*) Berkeley Systems, makers of the acerbic computer game show You Don't Know Jack, have announced plans to release 
Austin Powers Operation: Trivia to coincide with the new movie sequel, Austin Powers: The Spy Who Shagged Me. The premise 
revolves, naturally, around a nefarious plot by Dr. Evil to take over the world through a trivia game show, and groovy British 
secret agent Powers’ attempts to stop him. Of course, since each of them have been cryogenically frozen for the last thirty years, 
they need a lot of assistance from the player. Austin shags his way back to the big screen June 11, 1999. 


Card Game News 


For more information, contact the email address or website provided with each entry. 


nately, Decipher can give us absolute 
no details) having to do with Star War 
Episode One. Fortunately, the 
Jot for Trek players in The Dominion. 
No less than four v white-bordered 5 pre 


STAR WARS CCG (Decipher, Norfolk, VA) 
Liam Neeson has saved us from the ewoks—at least for a time. The Endor expansion, 
a standalone sold only in boosters, will feature new mains, new objectives, and nifty 


new Scout Walkers. According to Decipher, the set is nearly finished and should be “Borgit fed version, natch), Admiral 


Riker (All Good Things...”), a Klingon- 
affiliated Worf, Son of Mogh (whos 
slated to appear in the next expansion, _ 
Blaze of Glory), and Captain Kirk him- 
self (via the DS9 episode “Trials and 
Tribble-ations.” Late spring will see the _ 
release of the aforementioned Blaze of 
Glory, the expansion formerly known 


out in late spring, but it’s in a temporary holding pattern while everyone at Decipher 
scrambles to finish the mysterious Episode One project (or projects—we're that in the 
dark, folks!). One such project has already been announced: the Young Jedi card game 
will feature quick, fast, and entertaining game play targeting younger (duh) kids. 
Next summer (maybe fall?) we'll see Death Star IT, the last expansion for Decipher’s 
“first pass” through the original trilogy.  CCGCustomerService@ decipher.com — www.decipher.com 
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Rules Ee expansi 
CCGCustomerService @ decipher. com 
www.decipher.com 
HIGHLANDER (thunder Castle Games, Kansas City, MO) 
The Ramirez Edition, the latest “movie expansion” for Highlander, should now be 
out there. This edition features lots of new mechanics, as well as Sean Connery’s Ramirez immortal (depicted through backlit 
shots and pictures of Connery’s stunt double—Connery hasn't granted Thunder Castle the rights to his likeness). Thunder 
Castle also told us to expect to see more features playing off the “attribute icons.” Thunder Castle has announced that the first 
of several new “Swordmaster” games, this one based on Crusade Comics’ Shi, will be the first of their new licenses (which also 
include Conan and Vampirella) to hit the shelves, although no date is set.  TCGames@aol.com — www.tcgames.com 


Ringside 


by Wolfgang Baur 
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Investigating the Ninja 


Fighting the ninja is futile as chasing a shadow. The ninja 
are perpetually slippery creatures, shifting names, goals, and 
shape at will. With the release of Dark Journey Home, shey 
now they have their own dan stronghold—but being what 


they are, visiting their provinces 1s no easy task. 


n the days of Imperial 
Edition, the few available ninja 
cards were either Scorpions or 
unaligned. They were easy to 
understand; all ninja were out- 

siders without a stronghold or a 
clear purpose, working for all the 
Great Clans. Now, the tables have 
turned: the ninja control the 
Emperor himself. The only thought more ene 
ening than ninja behind the throne is that per- 
haps Toturi controls the ninja, which implies he 
has willingly taken their side (or was in on their 
schemes all along). 

But this is all speculation. The Scorpion and 
‘Toturis Army personalities are clearly working 
for the ninja now, and the Shadow itself guides 
them. What is the Shadow? We really don't 
know yet. It is a force that creates and motivates 
the ninja. It isn't Fu Leng. Whatever its origins, 
the Shadow may help Toturi save Rokugan, or it 
may help him destroy it. 


Strengths & Weaknesses 


More than anything, ninjas excel at defense. 


Wolfeang would ltke to 
thank Brandon Hawke” 
Flores, Shosuro Mark, 
and the other members of 
the darkpath mailing list, 
<darkpath@onelist.com>, 
Sor ther insights about 
the Path of Shadow. Toye Jon 


victory. They defend their provinces fiercely, but 
their stronghold isn’t obviously geared toward 
enlightenment, military victory, dishonor, or 
honor-running. 

Ninjas will often have trouble clinching a 


little honor from recruiting personalities. Even 


Pajamas 


‘They are strong duelists and have excellent “lock- 
down’ potential. What they lack is a clear path to 


win. They make decent honor runners, but gain 


had igher ersonal honor, 


Enlightenment victories are just as tough for 
the ninja as for anyone else. They have Hiroru 
for fire, the stronghold for Earth, a Go Master 
for Water, and Merchant Caravans or dueling 
for Void. But the Ring of Air is difficult, 
because the ninja have but a few—okay, only 
one—full-blown shugenja, Goju Adorai. 

In any case, since the ninja don't exactly sup- 
port honor or enlightenment wins, they re free to 
follow the paths of dishonor and military victory. 
In particular, they favor the subset of military 
wins formerly employed by such decks as 
“Abandoning the Fortunes’ or “Scorpion 
Lockdown.” We now see these approaches as. 
having been ninja strategies all along. 


Military Strategy 
Leave 


ae 


you burn through your Fate deck. With a 
Jade Throne or Kolat Geisha on your side, 
it’s entirely possible to grab the Imperial 
favor against military decks. 


Abandoning the Fortunes 

At What Cost? 

The second ninja path is pure lock- 
down, destroying holdings and kidnap- 
ping personalities while Bayushi 
Aramoro, the Ege of Pan Ku, and Ninja 
Shapeshifters destroy up to seven of 
your opponent’s dynasty cards per turn. 
This is the approach taken in this 
month’s deck, an open format strategy 
built around milling out your oppo- 
nent’s dynasty deck and denying him 
personalities. When Abandoning the 
Fortunes hits, the game is effectively 
over, as your opponent's personalities 
and holdings leave play, one by one. 
When your opponent is defenseless, 
Bayushi Aramoro and the Shapeshifters 
destroy the remaining provinces. 
Rise from the Ashes is there to stall, 
buying more time for Bayushi Aramoro 
to do his work. Likewise, the Firebird 
Falls (and in some deck variants, [he 
Price of War) slow down your opponent's 
personality production. After all, you can 
pay ‘full price” for your personalities with 
the Ninja Stronghold, so you dont care if 
personalities’ base prices increase. Your 
opponents, especially Cranes, Unicorns, 
or honorable Lions, will care a lot, espe- 
cially when the few personalities they 

_ bring out quickly become Kidnapped. Oh 
yes, the Ninja Le can bring any 


‘The strangest ninja trick requires you 
to give Ninube Ogoku one or more 
copies of Suru’s Mempo (like the 
Dartgun, it does not carry the armor or 
weapon trait, so a single personality can 
carry multiple copies). Then, use Ogoku’s 
ability to assign her to the opposing 
army, and use the Mempos to drain their 
chi while increasing her force. When all 
the Mempos have done their work, use a 
Ninja Shadowwalker to bring her back 
to the “right” side of the battle. While it 
seems complicated, this combo can be 
surprisingly effective in either an offen- 
sive or defensive ninja deck. 

For style points, swap the 
Shadowwalker (now in the opposing 
army) for Chochu, then use Chochu’s 
ability to send himself home. This leaves 
the opposing army with nothing to show 
for their visitors but a distinct lack of chi. 

Another ninja trick isn’t a trick at all. 
A few players mistakenly believe they 
can use Restoring the Doji Treasury to 
pull critical Ninja Stronghold holdings 
from the Dynasty Deck. Unfortunately, 
this trick doesn't work. The text of Doji 
Treasury specifies “gold-producing” 
holdings, and Ninja Stronghold produces 
no gold. Instead, it bows to “pay the full 
cost” of a card. 

Finally, a few words about the Dark 
Path of Shadow Stronghold’s ability to 
send home an opposing army: It’s clear 
that you can use it when your opponent 
has played Deadly Ground (which cre- 
ates “a battle in which you cannot per- 

form actions’). Even more important, 


though is that a ey _ ] 


AWalkthrough 
“t e Moontight 


tronghold 


Dark Path of Shadow 


Dynasty (41 cards) 
1 Abandoning the Fortunes 


3 Assassins 
3 Bayushi Aramoro 
2 Black Market 
1 Emperor's Peace 
1 Firebird Falls 
1 Gojo Adorai 
1 Golden Sun Plain 
3 Hoseki 
1 Imperial Gift 
1 Inheritance 
3 Jade Works 
1 Kitsuki lyekao 
3 Merchant Caravans 
1 Ninja Mystic 
2 Ninja Shadowwalker 
3 Ninja Shapeshifters 
2 Ninja Spy 
3 Ninja Stronghold 
3 Ninube Ogoku 
1 The Return of Fu Leng 
1 Time of Wer 
Fate (40 cards) 
3 Block Supply Lines 
3 Breach of Etiquette 
1 Counterattack 
1 Deeds, Not Words 
1 Egg of Pan Ku 
3 Evil Portents 
3 Hidden Blade 
1 Kolat Master 
1 Night Medallion 
3. Night of a Thousand Fires 
2 Ninja Kidnappers 
1 Ninja Thief 
1 Ring of the Void 
3 Rise from the Ashes 
3 Suru’s Mempo 
3 Take the Initiative 
1 Walking the Way 
3 Way of Shadow 
1 Winds of Change 
2 Wounded in Battle 


Mac Revie 


by Tim Rosenstein 


If you own a Mac and dig computer games, you've 
no doubt lived a life of quiet frustration. To reach 
adequate game saturation, you've either had to 
make do with out-of-date Mac versions of PC 


Macintosh-— 
Station 


ye | 


Virtual Game Station Takes Mac Users from Frustration to Emulation 


Virtual Game Station 


Connectix Corporation 
San Mateo, California 


What Is It? 

An emulator for the Sony 
PlayStation that lets you 
run PSX games on a Mac 
G3—providing game- 
starved Mac users with an 
instant supply of titles. 


System Requirements 
Factory-original G3 run- 
ning Mac OS 8.0 or higher 
with 10 MB of free RAM. 
Not compatible with G3 
upgrades. 


Website 
www.virtualgamestation.com 
(This page also links to a 
current list of recommended 


games.) 


The Resident Evil series could find new 
afterlife on the Macintosh. 


Tim Rosenstein hasnt 
consumed the flesh of the 
living for quite some 
time. At least since this 


morning. 
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games, buy a Windows emulator that probably 
doesn't work, pick up an overpriced, underpowered 
PC card, buy a PC (Never! Death to the infidels!), 
or buy a game console—the most palatable option, 
in my opinion. Mac users, the frustration ends 
here. It ends now. It...nuts, I've run out of segues. 
Lets move on. 


onnectix, known for the Virtual PC 

and RAM Doubler programs, released 

the Virtual Game Station 1.0 (VGS) at 

the 98 Macworld Expo in San 

Francisco. The VGS emulates the Sony 
PlayStation, allowing you to play about 100 
PSX titles on your Mac. Sony, concerned about 
copyright infringement issues, responded by 
requesting a temporary restraining order on the 
sale of version 1.1 that appears to have failed— 
version 1.2 for the Mac is already on sale at the 
time of this writing. Sony did win a restraining 
order against the Windows version, however. 
Ah, sweet, sweet irony. 

So, suddenly, Mac users have access to about 
100 titles PC users can’t even get (and probably 
many more by the time you read this). Well, 
maybe I’m the only Mac freak on this planet that 
might have a philosophical problem with the 
Virtual Game Station. Are you paying 50 bucks 
to expand your gaming choices a hundredfold, or 
are you paying 50 bucks for a chance to own one- 
third of a PlayStation? Is it worth 50 bucks? 


Tech Specs 

Let’s talk system requirements: a factory G3 Mac 
with either an ATI Rage 2 or ATI Rage Pro 
video card, OS 8 or higher, 10 MB free RAM, 
3.5 MB hard disk space, and an input device 
(keyboard, joystick, and so forth). I personally ran 
this sucker on an “older” G3 266 MHz minitower 
with 128 MB RAM, a Rage 2 card, and a little 
15-inch monitor, with my keyboard and a Gravis 
Mousestick joystick doin’ the inputtin’. 

Slide in a PlayStation disk and VGS automati- 
cally loads. There’s a screen shift if your monitor 
is set to “millions” of colors (VGS needs to run on 
“thousands” of colors and a 640x480 screen— 
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Sometimes you get bad color and weird artifacts. 
Check out Lara’s passsport photo and “teardrop.” 


more on this later), but then the only part of VGS 
you see is a screen that reads “Loading Game.” 
Once the game is loaded (which takes about two 
seconds), you see nothing but the game. It’s not 
played in a window, there’s no menu bar at the 
top, there’s no Control Strip tab at the bottom— 
it’s as seen on your TV! 

However, not all PlayStation games are recom- 
mended (that’s recommended, not “supported’— 
Connectix will take no responsibility for a game 
that doesn’t work). At the Connectix website 
there’s an official list of recommended games, 
and there are websites by users listing compatible 
and not-so-compatible games, as well. What 
“recommended” means, coming from Connectix, 
is that the games were deemed playable by a 
tester who (we can assume) played the game all 
the way through to the end. “Playable” is arbi- 
trary, but basically you won't get screwed if you 
go out and buy a “recommended” title. 


FOUL days to 


eal, sleep, and breathe 
[rading card games. 


Magic: The Gathering” Nationals 


ighlander Regional Qualifiers : 


end of the Five Rings” 


International Jamfest 


SimCity MegaCity Tournament 


Babylon 5 TCG Social Play 
Tournament 


If you play trading card games—any trading card games—it’s high time you made plans 
to attend Origins 99. Between 1000+ scheduled events and countless opportunities for 
casual throwdowns, you’re good to go for four round-the-clock days. 


At some point you'll have to come up for air. That’s when you can check out 
the latest releases from your favorite trading card game companies and lots more. 
Then get back in there and play, play, play. 


Register on the Web at <www.andonunlimited.com>. 
Or call (800) 529-EXPO for your registration packet. 


Columbus Convention Center 
Columbus, OH 


org25-teg-1 
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Blade 2 still has blood—even if 
__ Its alittle blocky 


inal Fantasy lactics definitely doesn’t 
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Graphics and Big Numbers 
The quality of the graphics is fine, but not as 
good as on the actual console. This isn’t surpris- 
ing. [hese games were developed to be shown 
ona TV screen, which produces images in a 
different manner than does a computer screen. 
The reason for this slightly less pleasing picture 
is the aforementioned fact that VGS has to run 
in “thousands” of colors—“millions” of colors 
would show better detail, and better approxi- 
mate a television picture. Unless you're 
extremely anal about such things, it shouldn't 
bother you. There’s an option to play cut scenes 
in “millions” of colors, but that actually caused 
some dropped frames and choppy sound. 
Actual play is fine. Characters respond just as 
quickly to your commands as they do on the con- 
sole, things blow up as efficiently, and heads are 
severed just as cleanly. And that’s VGS in a nut- 
shell, really: it works fine. It’s not perfect, and it 
has its quirks, but it does the job. For instance, 
Bushido Blade 2 played just as well on VGS as 
on the actual console, but with odd, minor quirks. 
Every once in a while, the CD would eject during 
play for no reason. I'd push it back in, and the 
game would slow for a second, then proceed nor- 
mally. Weird. That happened on Resident Evil 
Director's Cut, too (an officially recommended 
game). On Colony Wars, a seemingly compatible 
game, the mission briefings that accompany the 
beginning of each mission played at half-speed. 
So the mission-briefer guy would talk reeeaaally 
slooowwwwly, but then the mission would begin 
and everything would be hunky-dory. Of all the 
games I played, the only one 1 would deem 
incompatible was Resident Evil 2 (which, for 
some reason, wouldn't advance once I| reached the 
second level), and like many of the games I test- 
ed, it wasn't officially recommended. 


Loss of Controls 


The only truly annoying thing about VGS is set- 
ting up the key commands. PlayStation gamepads 
have 10 buttons, not counting the directional pad. 
Some games use them all, like Blasto. Setting up 
your keyboard or other input device is a very sim- 
ple process, but the best layout may be different 
for each game, so each game can require a com- 
plete overhaul of the mapping. Your previous 
setup will be saved, but there’s no way to save sep- 
arate sets for individual games. This means you 
may have to remap every time you plug in a new 
game. Like I say, the actual process is easy, but you 
have to do it every time, and getting the most 
efficient mapping scheme can be tough. It turns 
into a major pain in the butt. Those who own 
iMacs and new G3s wont have to worry about it, 
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though—they’ve got USB ports, and many USB 
controllers are carbon copies of the PlayStation 
pads. VGS allows for two-player game play, but if 
youre going to use joysticks and such, there's got 
to be a separate ADP or USB port per stick. VGS 
also has virtual memory blocks, the virtual equiva- 
lent to memory cards, so you can save games. 

There’s a lot of controversy. Is Sony going to 
get it pulled from the shelves? If it’s pulled, 
you'll have access to about 100 games and that’s 
it. If it’s not pulled, version 2.0 is expected to 
support more games and allow for easier two- 
player game play. Sony’s biggest beef is over 
VGS's ability to play pirated or imported disks. 
Version 1.0 couldn't do it, but hackers appar- 
ently created a patch that could. Version 1.1 has 
improved anti-piracy software, and it should be 
impossible to play pirated disks on 2.0. Rumor 
within the darkest newsgroups has it that 
Connectix is trying to bring true hardware 
acceleration to VGS as well—something 
PlayStation definitely doesn’t have. 

I certainly didn’t feel my $50 was wasted. 
Strangely, the main effect this little program had 
on me is to make me want to go out and buy a 
PlayStation. If you're a gaming addict who didn't 
just drop $50 on VGS, but tried it out on a pal’s 
machine (or read this review), you might consider 
buying the real thing, if you have the dough. A 
console costs about $80 more and plays all the 
games perfectly. Also, having a console means 
you're playing from your beanbag chair in the den, 
not at your desk. I borrowed a PlayStation for this 
review in order to compare the two, and | must 
say I most enjoyed playing on the console. 
However, I played using the gamepads, not a key- 
board, and my TV has a 25-inch screen. And I 
did play on VGS before ever touching the console 
and was as happy as a zombie consuming the 


flesh of the living. 


What's the Verdict? 


VGS 1.1 provides access to one-third ofthe. 7 


PlayStation library and nine-tenths of the fun. 
Add a PlayStation-esque gamepad and the 
enjoyment level only increases. Add more sup- 
ported titles and the value increases, as well. 
Even if Sony does win the lawsuit and 
Connectix never releases another version, 
you've still got access to a bunch of games— 
games no Mac users have, like sports games. If 
Sony loses, well, then the fun just don't stop, 
does it? If you've got friends who own 
PlayStations and you can borrow, trade, and 
swap with them, run, dont walk, to your near- 
est house of consumerism and buy the Virtual 
Game Station. 


BOAO a a RRO: 


pionship 
Disney’s Wide World of Sports’ Complex 


Just outside Orlando, Florida 


The key to college is within your reach. 
Come to the Junior Super Series 
Championship and you could find the doors 
of higher learning open before you. 


You can still qualify. Fifty invitations will be 
awarded on the first day in an open tournament. 


May 29-31, 1999 


For all the details call 
(800) 324-6496 or hit ; fo | 
www.sideboard.com - 


Wizaros oF THE Coast, Magic: The Gathering, DCI, and the “M” logo are trademarks 
of Wizards of the Coast, Inc. Disney's Wide World of Sports ™ and ©Disney. 
©1999 Wizards of the Coast, Inc. 
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Emperor's 
Prize 


by Wojciech Jankowski 


“Thats it! The Rebels are there!” 
Lord Vader’ dark visage stares coldly down at Admiral Ozzel, | 
completely certain of the location of the hidden base—just as he 
was certain that Obi-Wan Kenobi had come to confront him on the 
Death Star. Fortunately for the Rebellion, the average Dark Side 
player is not as strong in the Force as the former Anakin Skywalker. 


I've Got a 
The release 0 Fs special Edition (SE) was a 


play. On the blast front were the incredi- 
bly fast and resilient Operatives decks 
and the utterly broken Spaceport 
Speeders deck that disgraced the 98 
World Championships. In response to 
public outcry, Decipher moved quickly 
to release errata that stopped the dam- 
age these decks did to the game. This 
cleared the field just enough so that 
another SE-spawned deck could rise to 
the top of the tournament scene: 
Hidden Base. 

The original Hidden Base objective, 
with built-in Force-choke and Force- 
drain cancellation capabilities combined 
with laughably easy “flipping” require- 
ments, was a staple of almost every Light 
Side deck. You could basically take any 
pre-Special Edition Light deck, throw in 
Hidden Base, and come out with a deck 
that was twice as effective in tournament 
play. Seeing that their creation was get- 
ting out of hand, Decipher once again 
stepped in and rewrote the objective, 
making it harder to flip and easier to 

cancel, seeking to balance it against the 
other decks in the tournament environ- 
ment. After the errata, many people 
swore that Hidden Base was dead and 
tossed out their HB decks. This was a 
mistake. 
Hidden Base decks are still tournament-worthy, 
but you must adjust the deck to accommodate the 
errata. After all, the objective retains many of the 
powers that made it dominate the tourney scene 
in the first place. It still allows you to cancel Force 
drains, get your systems out, and Force-choke 
your opponent. Since the deck will play pretty 
much the same against any opponent you go up 
against, most of the trick is the deck design. 


Hee 


Wojciech Jankowski 
actually came here tn 
that—he’ braver than 
we thought. Welcome to 
our newest columnist, 


and long hive the 


Emperors Prize. 
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So Many Uncharted Settlements 

To fulfill the requirements of Hidden Base, you'll 
need at least five battleground systems. To maxi- 
mize your drains, you'll want to play Coruscant, 
Kiffex, and Kessel, the three LS systems that 
drain for more than one. You'll also want to play 
at least three more battleground systems, to make 
it a bit harder for your opponent to guess your 
Hidden Base in case you lose a system from your 
Reserve deck to an early drain. 

You should choose these three systems careful- 
ly, making sure that each system you choose gives 
you a strategic advantage over your opponent. 
The Tatooine system is a good choice since it ful- 
fills the requirement for The Planet That It’s 
Farthest From (TPTIFF). The Bespin system, 
also a potential target for 1 PTIFE, gives you the 
opportunity to slow down your opponent's 
deployment and might give you that extra edge 
you need against a Dark Deal deck. Lastly, the 
Tibrin system could become a lifesaver if you lose 
that one specific card you need to win the game. 


The Rebels Are Where? 

Choosing which of your systems to make your 
Hidden Base is an important part of your over- 
all strategy. You'll most likely want your Hidden 
Base to be a system that you're already protect- 
ing with a fleet of ships, like Kessel or Kiffex. 
Of the two, Kessel is closest to Rendezvous 
Point and a bit easier to defend. However, 
assuming your opponent is pretty sharp, he or 
she could have figured out the same thing. It 
might be wiser to make your base Bespin, or 
something else unexpected. Whatever your 
decision, it is a good idea to change your base 
from tournament to tournament to keep those 
imperials searching. 


The Meat of the Fleet 

What does every space deck need? Ships, and 
lots of em! The most cost-effective ships in 
the Rebel fleet remain your basic non-unique 
X-wings. For two Force (free at Rendezvous 


Point), you get 3 power, 4 forfeit, and 5 hyperspeed. In total, 
you ll need about 20 ships to effectively keep 
control of your systems. To get full use out of 
Organized Attack and S-foils, you'll want that 
fleet to consist entirely of X-wings, non- 
unique or otherwise. Red Leader In Red 1 is 

a good addition since he makes S-foils 
immune to Alter and single-handedly pro- 
vides a destiny draw. Also, a pair of X-wing 
Assault Squadrons makes your fleet more 

card efficient and can give that extra boost 

of life Force just when you need it. 


Effective Maneuvers 

& Unexpected Interruptions 

Most of the Hidden Base deck strategy 

revolves around effects and interrupts, which act 
defensively or offensively to support your ships. 
On the offensive end, S-foils and Organized Attack turn your 
meager pile of X-wings into an incredible power fleet that few 
Dark Side space decks can hope to stand against. 

Detensive cards focus on keeping your life Force intact. Rebel 
Fleet allows your X-wings to cancel Force drains and All Wings 
Report In retrieves any Force you happen to lose. Packing multi- 
ples of these key supporting cards and multiple copies of The 
Signal is a good idea because without them, the deck loses its 
power and resilience. The Planet That It’s Farthest From cancels 
Force drain bonuses on Cloud City, Ralltiir, or the Subjugated 
Planet, crippling many tournament decks. It’s A Hit will cancel 
Force drains at sites related to systems you control, as well as can- 
cel an assortment of nasty Dark Side interrupts. 

‘To prevent these interrupts and effects from getting canceled, 
you must include some kind of Sense/Alter protection. Three 
Controls and a Wise Advice should be enough to stop most 
casual users of the Jedi Powers. For more determined attempts 
at cancellation, there is the “4 New Hope anti-cheese package.” 
Just use two each of There'll Be Hell To Pay and Grimtaash as 
versatile counters that will hurt any deck that relies on multi- 
ples of one or two specific cards—like Sense and Alter. 

Finally, you must defend against more specific strategies. To 
counter the ever-present 3720-1 decks, Ultimatum is the obvious 
choice. To take care of Visage Of The Emperor, you may want to 
include a Transmission Terminated or two, depending on how 
popular Hunt Down And Destroy The Jedi decks are in your 
local tournament scene. Yarna d’al’ Gargan makes this deck 
almost invulnerable to Monnok, but you must use Traffic 
Control to keep your hand size down and protect the “fat lady.” 


The Plans for This Battle Station 

Now, you've put the deck together and tried to cover all of the 
bases, but how do you play it in a tournament? In most cases, 
you'll want to start with The Signal and Yarna d’al’ Gargan to 
keep your hand safe. The next strategic decision you must make 
is the order in which you play your systems. Get the Hidden 
Base system (whichever one you choose) out early so you don’t 
lose it, then flip as soon as possible. If your opponent isn’t play- 
ing Cloud City sites, don’t bother with Bespin—flip one turn 
early. [hen cover your systems with two or three ships each and 
drain, drain, drain. 


Wojciech would like to thank TJ. Holman for assisting wtth this 
months column. 


A few Xrated cards 


Hidden Base Madness 


Londes. Peranont pit sheard i? 
a 60 hare, ong 


Objective 


Hidden Base/Systems Will Slip Through Your Fingers 


Locations (8): 


1 Bespin 

1 Coruscant 

2 Kessel 

1 Kiffex 

1 Rendezvous Point 
1 Tatooine 

1 Tibrin © 


Starships (2 1) 


1 Red Leader In Red 1 

3 Red Squadron X-wing 
15 X-wing 

2 X-wing Assault Squadron 


Interrupts (19) 


2 All Wings Report In 

3 Control 

2 Grimtaash 

2 It's AHit! 

5 Organized Attack 

3 The Signal 

2 Transmission Terminated 


Effects (11) 


2 Rebel Fleet 

2 S-foils 

1 The Planet That It’s Farthest From 

1. Traffic Control 

1 Ultimatum 

2 What're You Tryin’ To Push On Us? 
1 Wise Advice 

1 Yarna d’al’ Gargan 
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Heroes of Might & Magic lll Hits the Battleground Running 


In an environment where the real-time-combat 
giants such as StarCraft and Myth I & II domi- 
nate the strategy genre, a gamer can get the feeling 
that good old-fashioned turn-based fighting 1s 
dead, Heroes of Might & Magic LIT 1s here to save 
those who favor a more letsurely, less twitchy 


combat experience. 


ew World Computing’s ninth game set in the Might & Magic 
universe, and the third in the Heroes branch of the family tree, 

might well be the most addictive game you'll play this year. This should 
come as no surprise to anyone who played Heroes II or the original game. 
You manage a great power trying to control a large part of the kingdom of 
Erathia. You need to keep an eye on the resource management of your 
towns and cities. Buildings within the towns produce the units with which 
youll fight. Your heroes command these units, taking them across an 
expansive map to fight opposing heroes or lay siege to enemy towns. 
There's even a quietly complex roleplaying element as your heroes gain 
experience and learn new spells as game-time passes. 


A Future in Management 

While the basics are the same, Heroes III leaps ahead of its predecessors 
in the sheer number of ways you can conquer (or, if you choose the nomi- 
nal “good” guys, liberate) Erathia. The economy consists of several 
resources, such as wood, ore, and good old gold, that have to be carefully 
managed. If you spend your initial money on nothing but units and unit- 
producing structures, for instance, you soon won't have enough gold left to 
upgrade your gold-producing town hall to an even more lucrative city hall. 
The eight different town types each ofter two hero types and seven 
basic unit types. You start with one hero and can hire more from the local 
tavern (one of the few buildings available in every type of town, which 
makes one wonder what an undead necromancer orders at happy hour). 
Units spring forth from a corresponding town structure: behemoth lairs 
produce behemoths, hydra ponds produce hydras. Creatures are only 
birthed once a week and each basic unit type can then upgrade to a more 
powerful breed when you upgrade the structure 
that produces them. 

Other “generic” town structures include the 
blacksmith, who will sell you anything from a bal- 
lista to a first-aid tent, depending on the town 
type; the marketplace, where you can exchange 
goods for gold and other commodities (the 
exchange rate improves as you build more market- 
places); and the resource silo, which produces a 
little extra of a certain commodity or two (again; 
what it produces depends on the town type). Some 
structures are specific to a certain town type (see 
sidebar) and will often be of significant benefit. 


Cory Herndon is a 
turn-based man living 
in a real-time world. 
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Pretty & Easy 


| Heroes of Might & Magic Ill 


Publisher 
3DO 
Redwood City, California 


Developer 
New World Computing 
Agoura Iills, California 


Format 


Windows 95/98 CD-ROM 


Minimum System Requirements 

Pentium 133 or equivalent (P166 recommended), 
32 MB RAM, 200 MB hard drive, 4X CD-ROM, 
video: SVGA with 2 MB of video memory. 


Website 


www.3do.com 


The most surprising thing is how simple all of 
these structures, units, and heroes are to control 
and keep track of. The interface is very smooth 
and intuitive, resource production is a breeze, and 
hero movement on the big overhead map is liter- 
ally drawn out for you. 

Speaking of graphics, Heroes III stands as proof 
that 3D acceleration is oz absolutely necessary to 
make a visually dazzling game. The town screens 
are individual works of art, and nearly every struc- 
ture in the towns grows and changes at least once. 
The overhead map also shows great attention 
to detail, from the twinkling effect on special, 
magical ground to the rumbling smoke of an 
active volcano. 

Individual heroes and units are serious about 
kicking the crap out of their enemies, and look 
downright mean. Attacks are fully animated and 
vivid, as are the well-rendered spell effects. 


Here’s Where the “Might” Comes In 

OK, but how’s the fighting? Surprisingly com- 
plex. Combat is laid out on a hex grid, 
although it’s removable (personally, | ditched 
it). At its simplest, combat consists of one of 
your units walking up to an opposing unit and 
whacking it. Every unit waits its turn and does 
this one-at-a-time: formation, terrain, and your 
creature's stats become of paramount impor- 
tance, as does knowing when to move and 
when to hold your ground. Flying units can 
buzz in over enemy defenses and get back out 


before taking too much flak. Obstacles 
allow you to set up ambushes for the e 

Rough terrain will slow the progress of 
land-bound units. 

Spells enable your hero to affect a battle 
directly and are paid for by a hero’s spell 
points. Heroes need to visit a town with at 
least a level-1 mage guild from which to buy a 
spell book and learn spells. 

Heroes of Might & Magic III hasn't left my 
computer since I brought it home. The ease of 
play, simple interface, beautiful graphics, and 
multiplayer capabilities make Heroes 
III incredibly addictive, and promise 
a good long shelf-life. Mi 


Your basic, noble human types populate 
castle towns, and, in the campaign story- 
line, these are basically the “good guys” 
who seek to restore Erathia’s glory. 


@ OWT) 


> 


Fortress towns are builtonthe . 
bayou and populated with danger- 
ous swamp dwellers. The fortress 
only has one ranged attacker, the 
lizardmen, but creatures like the 
basilisk have special attacks to add 
balance. Chaos hydras, the biggest 
creature available to the fortress, 
can hit three targets at once—one 


for each head! 


Among those humans are two basic, 
ranged-attack units: archers and monks. 
The castle town also produces the most 
powerful units in the game, archangels. 


Dungeon towns are home to under- 

ground dwellers like sightless troglodytes, 
vicious harpies, burly minotaurs, and both red 
and black dragons. Dungeon towns also get 
several special structures like the artifact mer- 
chants, the mana vortex, and the creature- 
grabbing portal of summoning. 


These are cities rife with the walking dead, 
skeletons, zombies, vampires, and ghost 
dragons. Many of their attacks weaken 
other units’ health through disease and 
decay. “Necro” towns can also build 
cover-of-darkness, a structure that pre- 
vents anyone from viewing your city on 
the overhead map. 


Where there’s a whip, the denizens of 
stronghold towns will find the way. 


By far the greenest of the town 
types, rampart towns contain cen- 
taurs, elves, dwarves, ent-like den- 
droids, and green dragons. 
Ramparts are also home to the 
treasury structure, which earns 
interest on gold saved from a previ- 
ous week. 


Strongholds are home to goblins, orcs, 
wolf riders, cyclopes, ogres, and behe- 
moths. Only strongholds can build the 
freelancer’s guild, which enables you to 
exchange creatures for cash. 


—<UIn 


Inferno towns are literally little 
bits of hell on earth—home to 
demons, imps, devils, and hell- 
hounds. Inferno towns have the 
most useful special structure, 


“4 the castle gate, which allows 


instant unlimited transporta- 
tion between inferno cities con- 
trolled by the same player. 


‘Tower towns are the most 
magical in the game, home to 
wizard and alchemist heroes. 
Units include gargoyles, grem- 
lins, genies, giants, and other 
creatures bound in magical 
service. Tower towns can also 
build the Wall of Knowledge, 
which boosts a hero’s knowl- 
edge skill (knowledge deter- 


mines spell points). 
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by Rick Moscatello 
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Rick Moscatello bas been 


having Mindworm 
__ attacks off and on since 


overwhelmed. 


hi 5 by i th trongest fac- SQ 
‘ou can stay out of 


| tion, providec 
| early fights (not so hard—just 
ive away some technology). The 
ain source of UoP strength isn’t 
the fast research ability, it’s the 
free Network Node it gets at 
every base. The Node, in turn, 
generates more technology, the 
other factions will need around 18 
turns to build these things. Once UoP gets the 
Virtual World project built, it is nearly unstop- 
pable, because the project makes Network 
Nodes also count as Hologram Theatres (which 
reduce angry Drones). 


Gaia’s Stepdaughters: 

The Stepdaughters have the ability to capture 
Mindworms and use them as military units (an 
ability other races will get eventually), and these 
native forces are viable throughout the game. 
Thus, they can quickly amass a large, fast, 
strong army, overwhelming the opposition. 


The Peacekeeping Forces: 
These guys have slightly larger bases, get a free 
“Talent? i in larger bases a them to a 


Alpha Centauri has finally arrived, and she’s a harsh mistress. This incredibly addictive 
game (technically called Sid Meiers Alpha Centauri—appropriately abbreviated “SMAC’) 
isn't nearly as easy to beat as Meier’ earlier semi-prequel epic, Civilization, even on the 
“easier” levels, What with a hostile planet, distinct factions with unique play styles, and a 
technology tree that’ completely foreign, a new player—or even a Civ-veteran—can be 


Here, then, are a few tips for establishing your science fiction emptre. 


Gabe « among other oe at 


www-gamespot.com/strategy/sidalpha/ wn 
loads.html), they are borderline, since they are 
the only faction that can have a Police State gov- 
ernment and not collapse under inefficiency. 


Spartan Federation: 

The military-minded Spartans make a nice 
choice for an aggressive player. Their main 
advantage is they don’t have to pay a penalty for 
prototype units. Since almost every unit in the 
game is initially a prototype, this gives them a 
big advantage when building a military. 


The Lord’s Believers: 

While the Believers are strong in combat, they 
have a large penalty to research, and, let’s face 
it: on an alien world, research is everything. 


Morgan Industries: 

They get extra initial money—which is okay— 
and a bonus to income from commerce between 
factions. The bonus is meaningless, since you ll 
be at war with most oes all the time, mak 


ime 1¢ you enter oe there’ s a chance of ee a Mindworm. It’s a goo idea to 


escort the Colonizer with your 
other scout unit to keep it 
from getting nuked by worms. 
Unlike in Civilization, cities 
in SMAC tend to grow much 
more slowly. Don't worry about 
cities’ zones of control overlap- 
ping—they won't get in each 
other's way for a long time, if 
ever. Your base should next 
build a Recycling Tank, then 
another Colony unit, then a 
Former. Your Formers should 


concentrate on farms and solar collectors; mines cut into food production and increase 


ecological damage, so avoid them except for mineral squares. You need to expand 


early and quickly, so keep starting bases until almost all the nearby sites are taken. 


Once your base is no longer building Colonies, its population will grow, so you'll 
need to build facilities. The first few to build after your base has a defender (which 
should of course be your first priority) are, in order: Recycling Tanks, Network 
Node, Energy Bank, Biology Lab, and Recreation Commons. I don't like 
Children’s Creche much even though the AI will recommend it; it gives a growth 


bonus, but a large population is more likely to riot. Save it for bases that are far 
from your headquarters, since those need to grow so they can defend themselves. 
The Creche also gives an efficiency bonus that is more important the further you 


are from HQ. 


At some point in the game, you'll come across the other factions. It is very much 


_ Sid Meier’s Alpha Centauri 


Firaxis Games 
_ Hunt Valley, Maryland 


‘Premise - 
You control a planet called “Planet. 
Sid vee Hesiened it. Enough said, 


» 


font : 
Windows 95/98 cb- ROM. 
P13: and 16M B a required. 


‘Game Dee 

Sid Meier and Brian Reynolds 
More Information 

www. firaxis.com 


worth your while to make peace and 
establish treaties, so feel free to give 
up a piece of technology to make 
friends. Some factions won't like you 
if you pick the wrong government; a 
sneaky way to get around this is to 
change your government, make the 
treaty, then change back. The only 
penalty for such a flip-flop in ideals 
(even jumping from Democracy to 
Police State) is about 50 credits, so it’s 
well worth it if you need to avoid a 
war. And that’s all you need to know 
to get through the early parts of the 


ae eS some _ 


- only a handful ay useful 


ack and aoe units, They’ re 
r abe to defend themselves than 


First 
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DraAKAN: Order of the Flame Hopes to Become the Tomb Spoiler 


hen you think of female action heroes in the 
computer gaming world, one character immedi- 
ately springs to mind: Lara Croft, the well- 
defined star of the groundbreaking Tomb Raider 
series. A serious new 
contender is being tout- 
ed in the best-heroine 
category, however, with 
Psygnosis’s DRAKAN: 
Order of the Flame. 
This lady rides a dragon 
and packs significantly 
sportier polygons. Her 
name's Rynn. 
Like Tomb Raider, 
DRAKAN is a first- 
person adventure/puz- 
zle/action game, with a 
heroine long on athletic 
ability and determina- 
tion who fights to 
achieve her goals. The 
game uses nifty skeletal 
and layering image tech- 
nologies that might well set a new standard in 
3D gaming. Of course, every game says they’ll 
“set a new standard with graphics’—a game 
doesn't get made these days unless it has “some- 
thing extra,” and DRAKAN promises much in 
that department. 
Here’s a few of the ways that DRAKAN hopes 
to deliver on those promises to gamers. 


‘Better World 


nb Raider was nifty, but once the game left 
he tombs, I found much of the fun was lost. 
DRAKAN is set in a fantasy world and the story 
play. Your primary goal is rescuing 


The game plays out over five “worlds,” each 
with two levels. Each level has a major quest, 
around a half-dozen subquests, plus four distinct 
regions, giving you more than enough room to 
explore. Additionally, DRAKAN has a roleplaying 
element—Rynn gains abilities from experience, 
above and beyond the improvement conferred 
just from picking up a better weapon. 


Better Combat 

There are nearly 50 different attack types and spells 
in the game, and combat definitely looks to be quite 
a bit more than “shoot and/or whack, duck behind 
cover, repeat.” There are 18 different enemy types 
and five bosses. Each enemy type has its own Al 
(for example, giants will have a tendency to throw 
nearby objects and creatures at you, while spiders 
will be more inclined to bite). DRAKAN looks like 
it'll deliver on battles worthy of repeated play. 


DRAKAN: Order 


Psygnosis™ 
Foster City, Califor 


Developer 
Surreal Software _ 


Premise : 
You play Rynn, a drag 
ridin’ warrior woma' 
searching for a lost sib 
in this third-perso: 
game. And you're s 
accelerated, it hurts. 


Format 

Requires a 3D accel 
card and Windows 
Beyond that, syste 
requirements aren 
the time of this wr 


More Information 
www. psygnosis.com/« 


Better Ride 

Keep your puny ATV. Rynn gets to ride 
a dragon, and that’s just plain cool! Once 
you have mastered the intricacies of 


hand-to-hand combat, Rynn will hop on 
her trusty steed (Arokh, by name), take 
to the skies, and learn whole new ways to 
defeat her foes. OF course, to keep some 


fights interesting, there'll be 
cracks in walls, small doors, and 
other dragon-proof obstacles to 
keep you from getting too 
dependent on your fire- and 
other-unpleasant-substances- 
breathing buddy. 


Multiplayer Options 
In addition to the single-player 
game, up to eight players can 
compete in three modes—on 
the ground, in the air, or in the 
“Queen of the Dragons” sce- 
nario. In this mode, there is 
only one dragon, with a “Soul 
Stone” hidden somewhere on 
the playing field. Whoever 
finds the stone can ride the 
dragon, wreaking utter havoc 
on the other players. 
Eventually the Queen and her 
dragon will be slain and the 

Soul Stone is rehidden for the next 

lucky player. 

Of course, with promises like 

these, Psygnosis will be hard- 

pressed to finish DRAKAN by its 

current (at the time of this 

writing) release date, June 

1999. Psygnosis’s track record 


with games, especially those in minor 
genres, is great—they ve got the top rac- 
ing game, Formula 1, and their other 
big hit, Lemmings, still stands in a class 
by itself. It’s a good bet that, come sum- 
mer, Ms. Croft might just have to spend 
her Saturday nights home alone with a 
pint of Haagen-Dazs and Tales of the 
Gold Monkey reruns. 


Battle the Darkness of the Laria and Build Your Own World 
j = tas — 


tC, 


“Delivers what CRPG fans have been clamoring for... customization.” 
—Gamesmania 


Shattered Light is the first RPG to deliver 

near limitless expansion and modification. 
Its revolutionary World Builder engine 

allows players to customize: 


e Maps « Spells 

¢ Monster Statistics ¢ Skills 
e Items and Weapons 

e NPC text 


And create entire 
new dominions 
with more 
than 4,000 

terrain tiles. 


Invite your friends 
to join you with 
Shattered Light’s 
' Multiplayer feature. 
Play modem-to-modem 

with up to 8 players 
on line. 


Write your own quests or follow those written by 
such award-winning authors as: 


¢ Chelsea Quinn Yarbro ¢ Robert Silverberg 
e Jody Lynn Nye ¢ William R. Forstchen 


Shattered Light , the original paperback 
fantasy series, is also available from Pocket Books 
Visit www.shatteredlight.com 


THE AUTHORITATIVE SOURCE FOR MAGIC: THE 


ORGANIZATION 


The Duelist Oracle is divided by color and 


alphabetized within each color. We pre- 
served the summon type of the card 


because this is important for many cards. 
The expansion(s) the card has appeared 


in is listed after each card, and a card 


type and expansion key is on the bottom 


of every page. Finally, some cards have 
italicized text following the card text, 
which is the associated Oracle ruling or 
clarification for that card. 


Reminder text appears on many cards 
to cover game mechanics specific to that 


card. This glossary covers all the 
reminder text on the cards within The 


Duelist Oracle. Creature abilities covered 


under the basic rules, such as flying or 
trample, are not listed here. 


Buyback « 
You may pay an additional * when you 


play this spell. If you do, put it into your 
hand instead of your graveyard as part of 


the spell’s effect. 

Buyback—ACTION 

You may DO ACTION in addition to any 
other costs when you play this spell. If 


you do, put SPELL into your hand instead 


of your graveyard as part of the spell’s 
effect. 


ACTION covers any action that is not a simple 


payment of mana, such as sacrificing a land 
or choosing and discarding cards. SPELL is 
the card with the buyback mechanism. 
Cycling x 
You may pay & and discard this card 


from your hand to draw a card. Play this 


ability as an instant. 
Echo 
During your next upkeep after this per- 


manent comes under your control, pay its 


casting cost or sacrifice it. 

Landwalk 

If defending player controls any LAND- 
TYPE, this creature is unblockable. 
Landhome 

If defending player controls no LAND- 


TYPE, this creature cannot attack. If you 
control no LANDTYPE, bury this creature. 


LANDTYPE covers types of lands, such as 
island for Islandhome, or Snow-Covered 
Forest for Snow-Covered Foresthome. 


Shadow 


This creature can block or be blocked by 


only creatures with shadow. 


GATHERING CARD TEXT 


FIFTH EDITION | TEMPEST | STRONGHOLD | EXODUS | URZA’S SAGA | URZA’S LEGACY 


Welcome to the final installment of the Fifth Edition version of the Duelist Oracle. Beginning 
next month, well be providing the complete Oracle for Standard tournament play under Classic 


(Sixth Edition) rules. 


Now that you have a copy of the Classic card list and player’ guide, you can imagine what some 


expansion cards might say. You may not have noticed how Interrupts—considered Instants begin- 
SIT SAY Ey. B) 


ning next month—have had no other changes made to their text. All your favorite counterspells 


(except Power Sink) will continue to function as they always have. 


The most intriguing aspect of Classic must be the cards selected to be reprinted. Pillage, Uktabi 


Orangutan, Hammer of Bogardan and many more cards from Ice Age all the way up through 


Tempest! Standard tournament play is going to be exciting for old and new players alike. 


Title Type P/T Cost : 


| ARTIFACTS | 


Aladdin's Rin Art 8 
8, ©: Aladdin's Ring deals 4 damage to target crea- 
ture or player. 5E 
Altar of Dementia Art 2 
Sacrifice a creature: Target player puts a number of 
cards equal to that creature's power from the top of his 
or her library into his or her graveyard. TE 


Amulet of Kroog Art 2 
2, ©: Prevent 1 damage to any creature or player. 5E 
Angel’s Trumpet Art 3 


Attacking does not cause creatures to tap. At the end 
of each player's turn, tap all untapped creatures he or 
she controls that did not attack this turn. Angel's 
Trumpet deals 1 damage to that player for each crea- 
ture tapped this way. *Even if a creature cannot 
attack for some reason (Pacifism, Walls, etc.), if it is 
untapped at the end of the turn, the Trumpet will tap 
it and deal 1 damage to its controller. UL 
Ankh of Mishra Art 2 
Whenever a land comes into play, Ankh of Mishra deals 
2 damage to that land’s controller. 


Ashnod’s Altar Art 3 
Sacrifice a creature: Add two colorless mana to your 

mana pool. Play this ability as a mana source. 5E 
Ashnod’s Transmogrant Art 1 


®, Sacrifice Ashnod’s Transmogrant: Put a +1/+1 
counter on target nonartifact creature. That creature 
becomes an artifact creature permanently. 5E 


Barbed Sextant Art 1 
1, &, Sacrifice Barbed Sextant: Add one mana of 
any color to your mana pool. Play this ability as a mana 
source. Draw a card at the beginning of the next turn. 
5E 


Barl’s Cage Art 4 
3): Target creature does not untap during its con- 
troller’s next untap phase. 


Barrin’s Codex Art 4 
During your upkeep, you may put a page counter on 
Barrin’s Codex. 4, ©, Sacrifice Barrin’s Codex: Draw 
X cards, where X is the number of page counters on 
Barrin's Codex. US 


Battering Ram AC 2 
Banding when attacking. If Battering Ram is blocked by 
any Wall, destroy that Wall at end of combat. «7his abili- 
ty triggers when a block is established, though it isn't played 

until end of combat. 5E 


Beast of Burden ACh a M/e 

Beast of Burden has power and toughness each equal 
to the total number of creatures in play. UL 
Booby Trap Art 6 


When Booby tian comes into play, name a card other 
than a basic land. Whenever target opponent draws any 
cards, he or she reveals those cards to all players. If 


itle Type P/T Cost 


any of those cards is the named card, sacrifice Booby 
Trap and it deals 10 damage to that player. 


Batile Gnomes AC 1/3 3 
Sacrifice Bottle Gnomes: Gain 3 life. TE 


Bottle of Suleiman Art 4 
1, Sacrifice Bottle of Suleiman: Flip a coin. If you lose 
the flip, Bottle of Suleiman deals 5 damage to you. 
Otherwise, put a Djinn token into play. Treat this token 
as a 5/5 artifact creature with flying. E 


Bullwhip Art 4 
2, ©: Bullwhip deals 1 damage to target creature. 
That creature attacks this turn if able. a 


Cathodion AC 3/3 
When Cathodion is put into a graveyard from play, at 
three colorless mana to your mana pool. US 


Chimeric Staff Art 4 
X: Chimeric Staff is an artifact creature with power 
and toughness each equal to X until end of tun. US 


Citanul Flute rt 5 
%, >: Search your library for a creature card with total 

casting cost no greater than X. Reveal that card and put it 
into your hand. Shuffle your library afterward. Ss 


Claws of Gix Art 

1, Sacrifice a permanent: Gain 1 life. US 
a Statue AC 3/1 4 
2: Regenerate Clay Statue. 5E 
Clockwork Beast AC 0/4 6 


When Clockwork Beast comes into play, put seven +1/+0 
counters on it. At the end of any combat in which 
Clockwork Beast attacked or blocked, remove one of these 
counters. X, >: Put X +1/+0 counters on Clockwork 
Beast. You may have no more than seven of these coun- 
ters on Clockwork Beast. Use this ability only during your 
upkeep. *7he creature loses a counter at the end of com- 
bat even if it was removed from combat for some reason 
or didn't deal combat damage. If it somehow attacks and 
blocks in the same combat, it loses only one counter. 5E 


Clockwork Steed AC 0/3 4 
Clockwork Steed cannot be blocked by artifact crea- 
tures. When Clockwork Steed comes into play, put four 
+1/+0 counters on it. At the end of any combat in 
which Clockwork Steed attacked or blocked, remove 
one of these counters. X, @: Put X +1/+0 counters 
on Clockwork Steed. You may have no more than four 
of these counters on Clockwork Steed. Use this ability 
only during your upkeep. See Clockwork Beast for 
related rulings. 5E 
Coat of Arms Art 5 
Each creature gets +1/+1 for each other creature in play 
of the same creature type. (For example, if there are three 


Goblins in play, each of them gets +2/+2,) EX 
Coiled Tinviper AC 2 3 
First strike. TE 
Cold Storage Art 


4 
3: Remove target creature you control from the game. 
Sacrifice Cold Storage: Put into play under its owner's 
control each creature removed from the game with Cold 
Storage. TE 


—WMichael Mikaelian 


tle Type P/T Cost 


Colossus of Sardia AC 9/9 9 
Trample. Colossus of Sardia does not untap during your 
untap phase. ©: Untap Colossus of Sardia. Use this 
ability only during your upkeep. 


Copper Gnomes AC 1 e 
4,, Sacrifice Copper Gnomes: Choose an artifact card 
in your hand and put that artifact into play. US 
Coral Helm Art 3 
3,, Discard a card at random: Target creature gets 
+2/+2 until end of turn. 5E 
Crawlspace Art 3 
No more than two creatures can attack you each combat.UL 
Crown of the Ages Art 2 


4, ©: Move target local enchantment from one crea- 
ture to another. *Crown of the Ages isn’t limited to 
moving creature enchantments, but moves enchant- 
ments from one creature to another. 


Crystal Chimes Art 
3, ©, Sacrifice Crystal Chimes: Return all enchant- 
ale cards from your graveyard to your hand. US 


Crystal Rod Art i 
1: Gain 1 life. Use this ability only when a blue spell is 
successfully cast and only once for each such spell. 5E 


Cursed Scroll Art t 
3, S: Name a card. An opponent chooses a card at 
random from your hand. If he or she chooses the 
named card, Cursed Scroll deals 2 damage to target 
creature or player. Cursed Scroll’s ability requires you 
to reveal the card your opponent chooses to all players. 
Selecting “an opponent” is not a targeted effect, but 
must be done when the spell is cast or the ability is 
played, as appropriate. Effects that prevent or redirect 
spells or abilities targeting a player cannot affect which 
opponent is selected. TE 


Damping Engine Art 4 
A player who controls more permanents than any 
other cannot play lands or artifact, creature, or 
enchantment spells. That player may sacrifice a per- 
manent to ignore this effect until end of turn. UL 


Dancing Scimitar AC 1/5 4 
Flying. 5E 
Defense Grid Art 2 


During each player's turn, spells played by another 
player cost an additional '3. *A/though Defense Grid 
increases the cost to play a spell during another play- 
er’s turn, it doesn’t increase the casting cost of the 
spell. For example, Spell Blasting a Shock cast by an 
opponent during your turn costs 1°: even though 
Shock costs 3\@ to cast. Effects such as Medallions 
reduce total play cost, not just casting cost. As a 
result, they can be used to reduce the additional costs 
of Defense Grid. 

Diabolic Machine AC 4/4 C 
3: Regenerate Diabolic Machine. 5E 
Dingus Fug Art 4 
Whenever a land is put into any graveyard from play, 
Dingus Egg deals 2 damage to that land’s controller. */f 
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Title Type P/T Cost 
more than one land is put into the graveyard at the 
same time, play the ability once for each land. To pre- 
vent all of the damage with CoP: Artifacts, pay 2 for 
each land that was put into the graveyard. This ability 
will trigger even if Dingus Egg is put into the graveyard 
at the same time as the land(s). fs 
Disrupting Scepter = Art 

3, ©: Target player chooses and discards a card. Use 
this ability only during your turn. 5E 


Dragon Blood Art 3 
3), ©: Put a +1/+1 counter on target creature. US 
Dragon Engine AC 13 3 
2: Dragon Engine gets +1/+0 until end of turn.  5E 
Echo Chamber Art 4 


4, ©: Target opponent chooses target creature or 
creature token he or she controls, Put a token creature 
into play and treat it as a copy of that card or token. 
The token creature is unaffected by summoning sick- 
ness this turn. At end of turn, remove the token creature 
from the game. Play this ability as a sorcery. *See 
Cursed Scroll for related rulings. 


Elkin Bottle Art 

3), >: Remove the top card of your library from the 
game, face up. You may play that card as though it were 
in your hand, At the beginning of your next turn, put into 
your graveyard the card removed from the game with 
Elkin Bottle if you have not played it. ¢7his ability is not a 
draw effect. Effects that trigger when a card is drawn will 
ignore the use of Elkin Bottle’s ability. ¢The card that's 
removed from play is removed at the beginning of the 
appropriate turn. The card is maintained by the Bottle’s 
effect, not hy the Bottle itself, so removing the Bottle from 
play doesn’t cause the card to be put into your graveyard, 
nor does it save a card that isn’t played in time. «The card 
isn’t part of your hand in any sense. It doesn’t count 
towards your hand size, can’t be discarded, and so on. 5E 


Emerald Medallion Art 
Your green spells cost 1° less to play. 


Emmessi Tome Art 
5, «>: Draw two cards, then choose and discard a card. TE 


Endoskeleton Art 2 
You may choose not to untap Endoskeleton during your 
untap phase. 2, @: Target creature gets +0/+3 as 
long as Endoskeleton remains tapped. US 
Energizer AC 
2, : Put a +1/+1 counter on Energizer. 
Ensnaring Bridge Art 

Each creature with power greater than the number ta 
cards in your hand cannot attack. SH 


Erratic Portal Art 4 
1,@: Return target creature to owner $ hand unless 
its controller pays 1. EX 
Essence Bottle Art 2 
3, ©: Put an elixir counter on Essence Bottle. @, 
Remove all elixir counters from Essence Bottle: Gain 2 
life for each elixir counter removed in this way. TE 


Excavator Art a 
®, Sacrifice a basic land: Target creature gains that 
landwalk ability until end of turn. TE 


Feldon’s Cane Art 1 
, Remove Feldon’s Cane from the game: Shuffle your 
graveyard into your library. 5E 


Fellwar Stone Art 2 
®: Add to your mana pool one mana of any type that 
any opponent's lands can produce. Play this ability as a 
mana source, °Fellwar Stone can produce one mana of 
any type that any of your opponents’ lands can produce. 
/f your opponents control no lands, you can’t use Fellwar 
Stone, Any special restrictions on how mana of a given 
type may be spent will be copied faithfully by the Stone. 
For example, if your opponents’ only land is Mishra’s 
Workshop, the Stone produces colorless mana that can 
be spent only on the casting costs of artifact spells. elf a 
land produces more than one type of mana, you choose 
among all of those types. For example, an opposing City 
of Brass allows you to produce mana of any color, and 
Wizards’ School allows you produce colorless, white, 
blue, or black mana. 5E 


Feroz’s Ban Art 6 
Summon spells cost an additional 2 to play. See 
Defense Grid for related rulings ine 
Flowstone Sculpture Ac 4/4 6 
2, Choose and discard a card: Flowstone Sculpture 
gains flying, first strike, or trample permanently, or put a 
+1/+1 counter on Flowstone Sculpture. TE 
Fluctuator Art o 
Cycling costs you up to 2° less to play. See Banned 
and Restricted. a 
Flying Carpet Art 

2, @: Target creature gains flying until end of turn. At 
that creature is put into any graveyard this turn, sacri- 
fice Flying Carpet. *Flying Carpet is sacrificed only if 
the target creature is put into any graveyard after the 
effect resolves, not if it was put there hefore the effect 
resolved. 5E 
Fool's Tome Art 4 
2, : Draw a card. Use this ability only if you have no 
cards in your hand. TE 


2 
bi 


2/2 4 
Ve 


ACLE PLAYER'S GUIDE 


i Title Type P/T Cost i 
Fountain of Youth Art 0 
2, &: Gain 1 life. 5E 
Gauntlets of Chaos = Art 6 


5, Sacrifice Gauntlets of Chaos: Permanently exchange 
control of target artifact, creature, or land you control 
for control of target permanent of the same type an 
opponent controls. Then destroy all enchantments on 
those permanents. °Ai/ targets are chosen when the 
ability is played, and swapped when the effect resolves. 
Fffects that exchange control of two permanents can’t 
change the controller of just one of them. If this ability 
fizzles against either target or otherwise fails to change 


control of one of them, no exchange is made. 5E 
Glasses of Urza Art 1 
®: Look at target player’s hand. : 


Grafted Skullcap Art 
During your draw phase, draw an additional card. At te 
end of each of your turns, discard your hand. 


o eshot Catapult Ac 2/3 4 
apeshot Catapult deals 1 damage to target crea- 
ie with flying, 5E 


Grim Monolith Art 2 
Grim Monolith does not untap during your untap phase. 
«>: Add three colorless mana to your mana pool. Play this 
ability as a mana source, 4; Untap Grim Monolith, e 


Grindstone Art 

3, : Put the top two cards of target player’s the 
into that player’s graveyard. If both cards share at least 
one color, repeat this process. 


Heartstone Art e 
The cost of each creature ability requiring an activation 
cost is reduced by ‘1. This cannot reduce an ability's 
total mana cost to less than ‘1, hy 


Helm of Chatzuk Art i 
1, ©: Target creature gains banding until end of turn. 
5E 


Helm of Possession — Art 4 
You may choose not to untap Helm of Possession during 
your untap phase, ‘2, @, Sacrifice a creature: Gain 
control of target creature as long as you control Helm of 
Possession and Helm of Possession remains tapped. TE 


Hive, The Art S 
3, é: Put a Wasp token into play. Treat this token as 
a 1/1 artifact creature with flying. 5E 


Hopping Automaton AC 2/2 3 
lopping Automaton gets -1/-1 and gains flying until 
end of turn. US 


Horn of Greed Art 3 
Whenever any player plays a land, that player draws a 
card. SH 


Hornet Cannon Art 4 
3, ©: Put a Hornet token into play. Treat this token 
as a 1/1 artifact creature with flying that is unaffected 
by summoning sickness. At end of turn, destroy the 
token. SH 


Howling Mine Art 2 
During each player's draw phase, that player draws an 
additional card. * This is a phase ability that's played 
during the draw phase. Therefore, it's played as an 
instant and may be responded to with other instants.5E 


Infinite Hourglass Art 

During your upkeep, put a time counter on Infinite 
Hourglass. All creatures get +X/+0, where X is equal to 
the number of time counters on Infinite Hourglass. Any 
player may pay ‘3. during any upkeep to remove a time 
counter from Infinite Hourglass. «The ability to remove a 
counter is a phase effect. Therefore, each player can 
remove only one counter each upkeep. 5E 
fron Maiden Art 3 
During each of your opponents’ upkeeps, Iron Maiden 
deals 1 damage to that player for each card more than 
four in his or her hand. UL 
Iron Star Art 1 
1: Gain 1 lie Use this ability only when a red spell is 
successfully cast and only once for each such spell. : 


ee Cu Art 

ain 1 life. Use this ability only when a white spel is 
successfully cast and only once for each such spell. 5E 
Jade Monolith Art 4 
1: Redirect all damage from any creature to yourself. 
(Treat further damage from that source normally,) 5E 


alum Tome Art 

2), >: Draw a card, then choose and discard a card. 5E 
Jandor’s Saddlebags Art 2 
3, ©: Untap target creature. 5E 
Jayemdae Tome Art 4 
4, ©: Draw a card. 5E 
Jester’ s Cap 4 


Art 
2, &, Sacre Jesters Cap: Search through target 
player's library for any three cards and remove them 


from the game. Shuffle that library afterwards. 5E 
Jet Medallion Art 2 
Your black spells cost 1. less to play. TE 
dhoira’s Toolbox AC 1 2 
2: Regenerate target artifact creature. UL 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost ¢ 
dinxed Idol Art 2 
During your upkeep, Jinxed Idol deals 2 damage to you. 


Sacrifice a creature: Target opponent gains control = 
Jinxed Idol. 


Jinxed Ring Art 

Whenever any card is put into your graveyard from play, 
Jinxed Ring deals 1 damage to you. Sacrifice a crea- 
ture: Target opponent gains control of Jinxed Ring per- 
manently. SH 


Joven's Tools 6 
4, ©: Target creature cannot tet blocked this turn 
except by Walls. 


Karn, Silver Golem Legendary AC 4/45 
Whenever Karn, Silver Golem blocks or becomes 
blocked, it gets -4/+4 until end of turn. 1: Target non- 
creature artifact is an artifact creature with power and 
toughness each equal to its casting cost until end of 
turn. (That artifact retains its abilities.) «If blocking or 
blocked by more than one creature, Karn still only 
recieves -4/+4, since this ability is triggered when 
blockers are declared. Since all blockers are declared 
simultaniously, this ability can only be triggered once 
per attack phase. $ 


Library of Len Art 

Skip your discard phase. Whenever you are forced to tis 
card a card, you may put that card to the top of your 
library. “Spells and abilities that require you to discard 
during their resolution are considered to force the discard, 
even if you choose to play the spell or ability. For exam- 
ple, using Sindbad or Wheel of Fortune is considered a 
forced discard. ¢Spells and abilities that require you to 
discard as part of the cost of playing them don’t force 
you to discard. This includes Land's Edge, Stormbind, and 
so on. *Remember that if a “do A or do B” ability calls for 
a discard, choosing to discard is treated as paying a cost 
and so isn’t forced. For example, discarding a card when 
Balduvian Horde comes into play is a choice, not a forced 
discard. eCards that are discarded are put into your 
graveyard, then on top of your library as a triggered abili- 
ty. This interacts normally with other triggered abilities. It 
also means that your opponent will see the cards that you 
put on top of your library. ¢You can’t skip a phase that 
has already begun. If Library of Leng is tapped when your 
discard phase begins and becomes untapped during the 
discard phase, you don’t end the phase prematurely, 5E 
Lifeline Art 

Whenever a creature is put into a graveyard and a crea- 
ture is in play, return that card from your graveyard to 
play at end of turn. */f a card was a creature when it was 
put into its owner's graveyard, it is returned by Lifeline’s 
effect, regardless of whether the card is a creature card. 
For example, if a “sleeping” enchantment has become a 
creature and is then destroyed while another creature is 
in play, Lifeline will put the enchantment back into play, 
but that enchantment will be “asleen” again. elf more 
than one creature and Lifeline are all in play, and the 
creatures all go to their owners’ graveyards at the same 
time (because of Wrath of God, for instance), Lifeline's 
effect will put all of them back into play at end of tumUS 


Lotus Blossom Art 2 
During your upkeep, you may put a petal counter on 
Lotus Blossom. &, Sacrifice Lotus Blossom: Add X 
mana of one color to your mana pool, where X is the 
number of petal counters on Lotus Blossom. Play this 
ability as a mana source. US 


Lotus Petal Art 

, Sacrifice Lotus Petal; Add one mana of any color to 
your mana pool. Play this ability as a mana source. *See 
Banned and Restricted. TE 


Magnetic Web Art 2 
Each creature with any magnet counters on it attacks, if 
able, if any other creatures with magnet counters on 
them that the attacking player controls attack. If any 
creature with any magnet counters on it attacks, all 
creatures with magnet counters on them that the 
defending player controls block that creature if able. \t, 
: Put a magnet counter on target creature, TE 


Mana Vault Art i 
Mana Vault does not untap during your untap phase, At 
the end of your upkeep, if Mana Vault is tapped, it deals 

1 damage to you. 4: Untap Mana Vault at end of 
upkeep. Use this ability only during your upkeep. «: Add 
three colorless mana to your mana pool. Play this ability 
as a mana source. *Mana Vault's end-of-upkeep ability 
and its ability to untap itself implicitly break the rule that 
prevents artifact abilities from being played while the arti- 
fact is tapped. ¢The ability to damage you is played at 
end of upkeep. If Mana Vault is tagped when you play its 
end-of-upkeep ability, the effect deals 1 damage to you; 
whether it's untapped at any other time is unimportant. 
Note that you can pay to untap Mana Vault, take the 
damage, and then let it untap, if you have some reason 
for lowering your life total, «Contrary to past errata, the 
mana produced by Mana Vault may be used to untap 
Basalt Monoliths and Mana Vaults, and vice versa.  5E 


Manakin 7A) 2 
@: Add one colorless mana to your mana pool. Play this 
ability as a mana source. TE 
Medicine Bay Art 

1 ,@, Choose and discard a card: Regenerate target 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
creature, EX 
Meekstone Art i 

Creatures with power 3 or greater do not untap during 

their controllers’ untap phases. 5E 
Memory Crystal Art 3 
All buyback costs are reduced by 2. EX 
Memory Jar Art 5 


, Sacrifice Memory Jar: Each player sets aside his 
or her hand, face down, and draws seven cards. At end 
of turn, each player discards his or her hand and 
returns to his or her hand each card he or she set 


aside this way. °See Banned and Restricted. UL 
Metallic Sliver AC 1 i 
Metallic Sliver counts as a Sliver. TE 


Metrognome Art 4 
When a spell or ability one of your opponents controls 
causes you to discard Metrognome, put four Gnome 
tokens into play. Treat these tokens as 1/1 artifact crea- 
tures. 4, @: Put a Gnome token into play. Treat this 
token as a 1/1 artifact creature, o 


Millstone 

2, ©: Put the top two cards Es tit player's tary 
into his or her graveyard. Mote that this effect doesn't 
cause the cards to be discarded; it simply moves them 
into the player's graveyard, °This effect doesn’t cause 
the cards to he drawn, either. Emptying a player's 
library with it isn’t sufficient to cause the player to lose; 
the player won't lose until he or she has to draw a card 
and can’t, ‘When more than one card is put into a play- 
er’s graveyard at once, that player chooses the order of 
those cards, 5E 


Mindless Automaton AC 0/0 

Mindless Automaton comes into play with two +1/+1 
counters on it. ‘t’, Choose and discard a card: Put a 
+1/+1 counter on Mindless Automaton. Remove two 
+1/+1 counters from Mindless Automaton: Draw a card. EX 


Mishra’s Helix Art 5 
&, @: Tap X lands. Py 
Mobile Fort AC 0/6 


Mobile Fort counts as a Wall. 3: Mobile Fort gets yi a} 
until end of turn and can attack this turn as though it 
were not a Wall, Play this ability only once each tum.US 


Mogg Cannen Art 

farget creature you control gets +1/+0 and gains 
flying until end of turn. At end of turn, destroy that 
creature, TE 


Mox Diamond Art 0 
When Mox Diamond comes into play, choose and dis- 
card a land card or sacrifice Mox Diamond. @: Add one 
mana of any color to your mana pool. Play this ability as 
a mana source. : SH 
Nevinyrral’s Disk Art 4 
Nevinyrral’s Disk comes into play tapped. 1, @: 
Destroy all artifacts, creatures, and enchantments, 
Because all artifacts, creatures, and enchantments are 
destroyed at the same time, enchantments on creatures 
may be used to regenerate them. 5E 


Noetic Scales Art 

During each player's upkeep, return to owner's hand 
each creature that player controls with power greater 
than the number of cards in his or her hand. 


Null Brooch Art 4 
2,@, Discard your hand: Counter target noncreature 
spell. Play this ability as an interrupt. EX 
Obelisk of Undoing = Art t 
6, ©: Return target permanent you control and own 
to your hand. *7his ability can target tokens, because 
they're owned by whoever controlled the effect that gen- 
erated them, Remember that a token would leave the 
game permanently after being put into your hand, 5E 


Ornithopter AC 0/2 0 
Flying. 5E 
Patchwork Gnomes = AC 2/1 3 
Choose and discard a card: Regenerate Patchwork 
Gnomes. 


Pearl Medallion Art 2 
Your white spells cost ‘1° less to play. TE 
Paes ‘am of the Ages Art 4 
revent all damage to you from one source. 
(Treat further damage from that source normally.) «This 
ability prevents only the damage being dealt during the 
current damage-prevention step, not damage dealt earli- 
er or later. 5E 
Phyrexian Golossus AC 8/8 y 
Phyrexian Colossus does not untap during your untap phase. 
Pay 8 life: Untap Phyrexian Colossus. Phyrexian Colossus 
cannot be blocked by fewer than three creatures. US 
Phyrexian Grimoire Art 4 
: An opponent chooses a card from the top two cards 
in your graveyard. Remove that card from the game and 
put the other into your hand. *See Cursed Scroll for 
related rulings. 
Phyrexian Hulk AC 5/4 . 
Phyrexian Processor Art 
When Phyrexian Processor comes into play, pay any 


Sor - Sorcery 


Type P/T 
amount of life. 4, <: Put a Minion token into play. 
Treat this token as a black creature with power and 
toughness each equal to the amount of life paid at the 
time Phyrexian Processor came into play. US 


Phyrexian Splicer Art 2 
2, ©: Choose flying, first strike, trample, or shadow. 
Target creature with that ability loses it until end of turn. 
Another target creature gains that ability until end of tum.TE 


Pit te Art 2 
acrifice Pit Trap: Destroy target attacking 

aa without flying. That creature cannot be regen- 

erated this turn, US 


Porteullis Art 

Whenever any creature comes into play, if there are 
two or more other creatures in play, set that creature 
aside. If Portcullis leaves play, put the creature into play 
under its owner's control. SH 


Primal Clay AC +/* 4 
When you a Primal Clay, choose one-Primal Clay is 
a 2/2 artifact creature with flying; or Primal Clay is a 
3/3 artifact creature; or Primal Clay is a 1/6 artifact 
creature that counts as a Wall. «Cards that copy Primal 
Clay are stuck with whichever form was chosen for the 


original Primal Clay. 5E 
Farge Strings Art 3 
Tap or untap target op TE 


Purging Scythe 5 
During your upkeep, Purging on deals 2 damage to 
the creature with the lowest toughness, If two or more 
creatures are tied for the lowest toughness, you decide 
to which creature Purging Scythe deals damage. US 


Quicksilver Amulet art 4 
4, ©: Choose a creature card in your hand and put 
that creature into play. UL 
Ring of Gix Art 3 
Echo. 1°, : Tap target artifact, creature, or land. UL 
Rod of Ruin Art 4 
3, : Rod of Ruin deals 1 damage to target creature 
or player. 5E 
Ruby Medallion Art 2 
Your red spells cost ‘4° less to play. TE 


Sapphire Medallion art 2 
Your blue spells cost -1: less to play. TE 


Sealding Tongs Art 2 
During your upkeep, if you have three or fewer cards in 
your hand, Scalding Tongs deals 1 damage to target 

opponent. TE 


Scrapheap Art 
Whenever an artifact or enchantment is put into your 
graveyard from play, gain 1 life. UL 


Serall Rack Art 2 
1, ©: Choose any number of cards in your hand and 
remove them from the game. Put an equal number of 
cards from the top of your library into your hand. Then 
put the cards removed from the game with Scroll Rack 
on top of your library in any order. TE 
Serpent Generator Art 6 
4, ©: Put a Poison Snake token into play. Treat this 
token as a 1/1 artifact creature. If any Poison Snake 
damages any player, he or she gets a poison counter. If 
any player has ten or more poison counters, he or she 
loses the game. a 


Shapeshifter AC */1-* 

Shapeshifter has total power and toughness of 7, tvded 
any way you choose, though neither can be more than 7. 
When you play Shapeshifter, choose its power and 
toughness. During your upkeep, choose Shapeshifter's 
power and toughness. *Setting Shapeshifter’s power and 
toughness is an upkeep ability, so it can be played only 
once each turn, Note that you're changing only its base 
power and toughness; existing modifiers are applied to 
the new power and toughness normally. 5E 


Shifting Wall AC 0/0 e 
Shifting Wall counts as a Wall. Shifting Wall comes into 
play with X +1/+1 counters on it. SH 


Skull Catapult Art 4 
1), ®, Sacrifice a creature: Skull Catapult deals 2 
damage to target creature or player. ¥ 
Skyshaper Art 

Sacrifice Skyshaper: All creatures you control gain ty. 
ing until end of turn. EX 


Smokestack Art 

During your upkeep, you may put a soot counter on 
Smokestack. During each player's upkeep, that player 
sacrifices a permanent for each soot counter on 
Smokestack. US 


Soul Net Art 1 
1 Gain 1 life, Use this ability only when a creature is 
put into any graveyard from play and only once for each 
such creature. ° You can play triggered abilities even if 
the source has left play by the time you play the ability. 
Thus, an animated Soul Net can give you life for its own 


4 


destruction. 5E 
Spellbook Art 0 
Skip your discard phase. EX 


Sphere of Resistance art 2 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T 
All spells cost an additional 1 to play. *See Defense 
Grid for related rulings. 


Squee’s Toy Art 1 
&: Prevent 1 damage to any creature. TE 
Static Orb Art 3 


Players cannot untap more than two permanents during 
their untap phase. TE 


Sword of the Chosen LAr 2 
©: Target legend gets +2/+2 until end of turn. © SH 
Tawnos’s Weaponry — Art 2 


You may choose not to untap Tawnos’s Weaponry during 
your untap phase. 2, : Target creature gets +1/+1 
as long as Tawnos's Weaponry remains tapped. 5E 


Telethopter AC 3A 4 
Tap a creature you control: Telethopter gains flying until 
end of turn. TE 


bag aie Aperture Art 2 
Shuffle your library and reveal the top card. 
Until end of turn, as long as that card remains on top of 
your library, you may play the card as though it were in 
your hand without paying its casting cost. (If the spell 
has & in its casting cost, X is 0) US 
Thopter Squadron AC 0/0 5 
Flying. Thopter Squadron comes into play with three 
+1/+1 counters on it. 1, Remove a +1/+1 counter 
from Thopter Squadron: Put a Thopter token into play. 
Treat this token as a 1/1 artifact creature with flying. 
Play this ability as a sorcery. 1, Sacrifice a Thopter: 


“Who ’Dat?” 


Type P/T 


other type of permanent. Move Transmogrifying Licid 
onto target creature. You may pay 1 to end this effect. 
*/f a Licid targets itself, the effect turns the Licid into a 
creature enchantment targeting itself, Because it is no 
longer a creature, the Licid is then destroyed because its 
taget is illegal. */f you play an enchantment-moving abili- 
ty, like Enchantment Alteration, on a Licid while it's an 
enchantment, the Licid remains an enchantment-it does- 
n't change back to a creature and fall off. This is 
because the Licid’s enchantment status is a temporary 
effect, not a permanent change. Moving enchantments 
resets only permanent changes, not temporary ones. EX 
Umbilicus Art 4 
During each player's upkeep, that player pays 2 life or 
returns a permanent he or she controls to owner's 
hand. 

Urza's Armor Art 6 
Whenever a source deals damage to you, that damage 
is reduced by 1. US 
Urza's Avenger AC 4/4 6 
0: Urza's Avenger gets -1/-1 and gains your choice of 
banding, flying, first strike, or trample until end of tum.5E 
Urza’s Bauble Art 0 
®, Sacrifice Urza's Bauble: Look at a card you choose 
at random from target player's hand. Draw a card at 
the beginning of the next turn. 5E 
Urza’s Blueprints 
Echo. @: Draw a card. 


Art 6 
UL 


Squee, Goblin Cabin Boy, Interviews Magic: The Gai 


Todd Lockwood. 
Squee: What's yer fav'rit critter? 


Todd: | always liked the name “Beholder” from AD&D, 
Godzilla is pretty cool looking. Nothing's as creep} 
all their varieties. | would have to say, though, that 1 


fo dragons, 


Squee: Squee prefer somethin’ smaller and cru 
How long’ve ya been paintin’ stuff? 
Todd: | spent fifteen years in advertising before coming to 


and a half years ago. 
Squee: Do ya have a fav'rit toy? 


Todd: | love what McFarlane Toys is producing (but 6 
Lord when it comes out—my design). | like Fris 
Squee: When yer not shackled below deck maki 
Todd: | spend most of my play time on my computer Kil 


Squee: OGRES! Where!? 


Put a +1/+1 counter on Thopter Squadron. Play this 
ability as a sorcery. EX 


Thran Lens Art 2 
All permanents are colorless. UL 
Thran Turbine Art 1 


During your upkeep, you may add up to two colorless 
mana to your mana pool. This mana cannot be spent to 
play spells. US 


Thran War Machine AC 4/5 4 
Echo. Thran War Machine attacks each turn if able.UL 
Thran Weaponry Art 4 


Echo. You may choose not to untap Thran Weaponry 
during your untap phase. 2, @: All creatures get 
+2/+2 as long as Thran Weaponry remains tapped. ; 
Throne of Bone Art 

1: Gain 1 life. Use this ability only when a black spell i ; 
successfully cast and only once for each such spell. . 
Thumbscrews Art 

During your upkeep, if you have five or more cards in ed 
Thumbscrews deals 1 damage to target opponent. TE 
Ticking Gnomes AC 3/3 3 
Echo. Sacrifice Ticking Gnomes: Ticking Gnomes deals 
1 damage to target creature or player. UL 
Time Bomb Art 4 
During your upkeep, put a time counter on Time Bomb. 
1, ®, Sacrifice Time Bomb: Time Bomb deals to 
each creature and player 1 damage for each time 
counter on it. 

Torture Chamber Art 3 
During your upkeep, put a pain counter on Torture 
Chamber. At the end of your turn, Torture Chamber deals 
1 damage to you for each pain counter on it. 1, ©, 
Remove all pain counters from Torture Chamber: Torture 
Chamber deals 1 damage to target creature for each 
pain counter removed in this way. 

——e Licid AC 22 3 
Transmogrifying Licid counts as a Licid. 1, @: 
Transmogrifying Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gets +1/+1 and counts as an artifact” instead of any 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 


Volrath’s Laboratery 
When you play Volrath’s Laboratory, choose a color be 
creature type. 5, @: Put a token creature into play. 
Treat this token as a 2/2 creature of the chosen cue 


Art 


and creature type. 

Voltaic Key Art 1 
1, ©: Untap target artifact. US 
Wall of Junk AC O/T 2 


Whenever Wall of Junk blocks, return it to owner’s 
hand at end of combat. US 


Wall of Spears AC 2/3 3 


First strike. Wall of Spears counts as a Wall. 5E 
Watchdo AC 1/2 3 
Watchdog blocks if able. As long as Watchdog is 

untapped, all creatures attacking you get -1/-0. TE 


Wheel of Torture Art 3 
During each of your opponents’ upkeeps, Wheel of 
Torture deals 1 damage to that player for each card 
fewer than three in his or her hand. 

Whetstone Art 3 
3: Each player puts the top two cards of his or her 
library into his or her graveyard. US 
Winter Orb 

Players cannot untap more than one land during their 
untap phases. ¢Animated ands are subject to both Smoke 
and Winter Orb. Allowing one to untap will use up your 
one creature and your one land for that turn. 5E 
Wirecat AC 4/3 4 
Wirecat cannot attack or block if an enchantment is in 
play. US 
Weoden Sphere Art 1 
1: Gain 1 life. Use this ability only when a green spell is 
successfully cast and only once for each such spell, 5E 
Workhorse AC 0/0 6 
Workhorse comes into play with four +1/+1 counters 
on.it. Remove a +1/+1 counter from Workhorse: Add 
one colorless mana to your mana pool. Play this ability 
as a mana source. EX 
Worn Powerstone Art 3 
Worn Powerstone comes into play tapped. @: Add two 


UL - Urza’s Legacy 


Type P/T Cost 
colorless mana to your mana pool. Play this ability as a 
mana source. US 


[BLACK | 


Abandon Hope Sore x1 
Choose and discard X cards: Look at target opponent's 
hand and choose X of those cards. That player laa 
the chosen cards. 


Abyssal Horror = SuHorror 2/2 4® ‘ 
Flying. When Abyssal Horror comes into play, target 

player chooses and discards two cards. s 
Abyssal Specter Su Specter 2/3 2®@ 
Flying. If Abyssal Specter damages any player, he or 

she chooses and discards a card. *Discarding the card 
is a side effect of the damage, so it happens only if the 
Specter successfully deals damage. 5E 


Animate Dead Ench Le 
When you play Animate Dead, choose target creature 
card in any graveyard. When Animate Dead comes into 
play, put that creature into play and Animate Dead 
becomes a creature enchantment that targets the crea- 
ture, Enchanted creature gets -1/-0. If Animate Dead 
leaves play, destroy the creature. The creature cannot 
be regenerated this turn. *Animate Dead can target only 
creature cards in any graveyard. Once it's in play, it 
becomes a creature enchantment that targets only the 
animated creature. This is the only legal target, and 
can't be affected by Enchantment Alteration and so 
forth. °A creature's abilities don’t apply while the crea- 
ture card is in the graveyard. For example, a White 
Knight card in the graveyard doesn’t have protection 
from black, so it can be the target of Animate Dead. 
However, once the Knight comes into play, its pro- 
tection from black will take effect, causing the 
enchantment to be destroyed, which will then destroy 
the Knight. 5E 


Ashes to Ashes Sore 122 
Remove two target nonartifact creatures from the 
game. Ashes to Ashes deals 5 damage to you. 
«Targeted effects fizzle against each target individu- 
‘| ally, and their non-targeted portions fail if and only if 
the effect fizzles against all targets. So if Ashes to 
Ashes fizzles against one target, it affects the other 
one normally, and you take 5 damage. If it fizzles 
against both targets, you take no damage. 5E 
Bad Moon Ench 12 
All black creatures get +1/+1. 5E 
Befoul Sore 222 
Destroy target land or nonblack creature, A creature 
destroyed this way cannot be regenerated this tun. US 
Bellowing Fiend Su Spirit 3/3 4@ 
Flying. Whenever Bellowing Fiend damages any crea- 
ture, Bellowing Fiend deals 3 damage to that creature's 
controller and 3 damage to you. TE 


Bereavement Ench 1® 
Whenever a green creature is put into a graveyard from 
play, its controller chooses and discards a card. 

Black Knight Su Knight 2/2 ee 
First strike, protection from white. 5E 
Blight EL 2® 
If enchanted land becomes tapped, destroy it at end of 
turn. 5E 
Blood Pet Su Thrull = 1/1 ® 
Sacrifice Blood Pet: Add 4 to your mana pool. Play 
this ability as a mana source. TE 
Blood Vassal Su Thrull 2/2 2 
Sacrifice Blood Vassal: Add 44% to your mana pool. 
Play this ability as a mana source. US 
Bog Imp Sulmp = 1/1 Le 
Flying. 5E 
Bog Raiders Su Zombies 2/2 2 
Swampwalk, US 
Bog Rats Su Rats 1/1 ® 
Boe Rats cannot be blocked by Wall 5E 
Bog Wraith Su Wraith 3/3 ae 
Swampwalk. 5E 
Bone Shredder Su Minion 1/1 2m 


Flying; Echo. When Bone Shredder comes into play, 
destroy target nonartifact, nonblack creature. UL 
Bottomless Pit Ench 12? 
During each player’s upkeep, that player discards a 
card at random. SH 
Bounty Hunter  SuMinion 2/2 20@ 
©: Put a bounty counter on target nonblack creature. 
&: Destroy target creature with any bounty counters 
on it. TE 
Breach Inst 2 
Target creature gets +2/+0 until end of turn. That crea- 
ture cannot be blocked except by artifact creatures and 
black creatures this turn. US 
Breeding Pit Ench 3 
During your upkeep, pay #4 or sacrifice Breeding Pit. 
At the end of your turn, put a Thrull token into play. 
Treat this token as a 0/1 black creature. 5E 


Title Type P/T 
Brink of Madness —_Ench 290 
During your upkeep, if you have no cards in hand, 
sacrifice Brink of Madness and target opponent dis- 
cards his or her hand. UL 


Broken Visage Inst 4g 
Destroy target ia attacking creature and put a 
Shadow token into play. The destroyed creature cannot 
be regenerated this turn. Treat this token as a black 
creature with the same power and toughness as the 
targeted creature. At end of turn, sacrifice the token. 
The token has power and toughness equal to the cur- 
rent power and toughness of the target, including 
bonuses from effects such as Bad Moon's or Giant 
Growth’s, For example, if Broken Visage targets a Black 
Knight (normally 2/2) while a Bad Moon is in play 
(making the Knight 3/3), the Visage token will be a 3/3 
creature that in turn gets the Bad Moon bonus, so it 
will be 4/4, Tokens enter play under the control of 
whoever controls the effect that produces them, so you 
get the Shadow token regardless of who controls the 
targeted creature. 5E 
Brush with Death Sore 2% 
Buyback 2 44. Target opponent loses 2 life. You 
gain 2 life. $ 
Cackling Fiend Su Zombie 21 20% 
When Cackling Fiend comes into play, each of your 
opponents chooses and discards a card. US 
Cannibalize Sore Le 
Choose a player and two target creatures controlled by 
that player. Remove one of those creatures from the 
game and put two +1/+1 counters on the other. © SH 


Carnophage Su Zombie 2/2 2 
During your upkeep, pay 1 life or tap Carnophage. EX 
Carrion Ants Su Ants O/1 24% 
1: Carrion Ants gets +1/+1 until end of turn. 5E 
Carrion Beetles Su Insects. 1/1 2 


2, ©: Remove from the game up to three target 
cards in one graveyard. US 


Carrionette Su Skeleton 1/1 1® 
2%: Remove Carrionette and target creature from 
the game. That creature’s controller may pay 2 to 
counter this ability. Use this ability only if Carrionette is 
in your graveyard. TE 
Cat Burglar Su Minion 2/2 ae 
2 &, &: Target player chooses and discards a card. 
Play this ability as a sorcery. EX 


Cloak of Confusion EC 1e 
©: Defending player discards a card at random. 
Enchanted creature deals no combat damage this turn. 
Use this ability only if enchanted creature is attacking 
and unblocked and only once each turn. 5E 


Clot Sliver Su Sliver 1/1 1® 
Each Sliver gains “2: Regenerate this creature” TE 
Coercion Sore 

Look at target opponent's hand es choose one of 
those cards, That player discards that card. TE 
Coffin Queen Su Wizard 1/1 29 


You may choose not to untap Coffin Queen during your 
untap phase. 2.4, @: Choose target creature card in 
any graveyard and put that creature into play under 
your control. Remove the creature from the game if 
Coffin Queen becomes untapped or if you lose control 
of Coffin Queen. *Coffin Queen’s second ability has 
two effects, First, it puts a creature card into play; 
this is a one-time effect. Second, it sets up an ongo- 
ing effect that tracks what happens to the Coffin 
Queen. If a creature put into play by Coffin Queen 
phases out, the ongoing effect that links the creature 
to the Coffin Queen’s status will end. After it phases 
back in, itll be unaffected by the Coffin Queen's sta- 
tus. Remember that the creature doesn't actually 
depend on Coffin Queen to stay in play. Once the 
one-time effect mentioned above resolves, the crea- 
ture is simply in play, just like any other creature. This 
means that it'll phase in and out normally, just as if it 
were a creature brought back into play by, say, 
Strands of Night. 


Commander Greveni/-Vec Su Legend 7/5 342-44 
When Commander Greven /-Vec comes into play, sacri- 
fice a creature. Greven cannot be blocked except by 

artifact creatures and black creatures. TE 


Contamination Ench 

During your upkeep, sacrifice a creature or sacrifice 
Contamination. Whenever a land is tapped for mana, it 
produces 4 instead of its normal type and amount. US 


Corpse Dance Inst 2% 
Buyback ‘2. Take the top creature card in your grave- 
yard and put that creature into play. The creature is 
unaffected by summoning sickness this turn, Remove 
the creature from the game at end of turn. TE 


Corrupt Sorc 5m 
Corrupt deals 1 damage to target creature or player for 
each swamp you control, When Corrupt successfully 

deals damage to a creature or player, gain life equal to 
that damage. US 
Corrupting Licid Sulicid 2/2 22 
®, ©: Corrupting Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 


2m 


Cost 


CLE PLAYER’S GUIDE 


Title Type P/T 
cannot be blocked except by artifact creatures and black 
creatures” instead of a creature. Move Corrupting Licid 

onto target creature. You may pay 4 to end this effect. 
See Transmogrifying Licid for related rulings. SH 


Crazed Skirge Sulmp 2/2 3® 
Flying. Crazed Skirge is unaffected by summoning sick- 
ness. US 


Crovax the Cursedsu Legend 0/0 2 
Crovax the Cursed counts as a Vampire. Crovax comes 
into play with four +1/+1 counters on it. During your 
upkeep, sacrifice a creature and put a +1/+1 counter on 
Crovax, or remove a +1/+1 counter from Crovax. 

®: Crovax gains flying until end of turn. 

Culling the Weak MS ® 
Sacrifice a creature: Add 444% to your mana 
pool, EX 
Cursed Flesh EC 

Enchanted creature gets -1/-1 and carinot be blocked 
except by artifact creatures and black creatures. EX 
Cursed Land EL 2% 
During the upkeep of enchanted land's controller, 
Cursed Land deals 1 damage to him or her. 

Dark Banishing Inst 2% 
Destroy target nonblack creature. That creature cannot 
be regenerated this turn. TE 
Dark Hatchlin SuHorror 3/3 4 apa 
Flying. When Dark Hatchling comes into play, destroy 
target nonblack creature. That creature cannot be 
regenerated this turn. 


Dark Ritual MS ® 
Add 444% to your mana pool. 5E,TE,US 
Darkest Hour Ench ® 
All creatures are black. US 
Darkling Stalker Su Spirit, 1/1 3@ 


: Regenerate Darkling Stalker. 4: Darkling Stalker 
gets +1/+1 until end of turn. TE 
Dauthi Cutthroat Su Minion 1/1 1® 
Shadow. 1-4, &: Destroy target creature with shad- 
ow. EX 
Dauthi Embrace Ench 2 
®: Target creature gains shadow until end of an, 


Dauthi Ghoul Su Zombie 1/1 1 
Shadow. Whenever any creature with shadow is put 
into any graveyard from play, put a +1/+1 counter on 
Dauthi Ghoul. TE 
Dauthi Horror Su Beast 2/1 1® 
Shadow. Dauthi Horror cannot be blocked by white 
creatures. TE 
Dauthi Jackal Su Hound 2/1 20 
Shadow. #4, Sacrifice Dauthi Jackal: Destroy target 
blocking creature. EX 


Dauthi Marauder Su Minion 3/1 2e 
Shadow. TE 
Dauthi Mercenary Su Knight 2/1 20 


Shadow. 1°: Dauthi Mercenary gets +1/+0 until end 
of turn. TE 
Dauthi Mindripper Su Minion 2/1 3@ 
Shadow. Sacrifice Dauthi Mindripper: Defending player 

chooses and discards three cards. Use this ability only if 
Dauthi Mindripper is attacking and unblocked. TE 


Dauthi Slayer Su Soldier 2/2 CJ 
Shadow. Each turn, Dauthi Slayer attacks if able. = TE 
Dauthi Trapper = Su Minion 1/1 2% 


®: Target creature gains shadow until end of turn. SH 
Dauthi Warlord Su Soldier = */1 1® 
Shadow. Dauthi Warlord has power equal to the number 
of creatures with shadow in play. EX 
Death Pits of Rath —Ench BRR 
Whenever any creature is dealt damage, destroy it. Thee 
creature cannot be regenerated this turn. 


Death Stroke Sore = 
Destroy target tapped creature, SH 
Death’s Duet Sore 2% 


Return two target creature cards from your graveyard 
to your hand. EX 


Deathgrip RP 
PR: inter target green an Phy this ability as an 
interrupt. 5E 
Derelor Su Thrull 4/4 3® 
Your black spells cost an additional # to play. *See 
Defense Grid for related rulings. 5E 
Despondency C De 
Enchanted creature gets -2/-0. When Despondency is 
put into a graveyard from play, return Despondency to 
owner's hand. US 


Diabolic Edict Inst 1® 
Target player sacrifices a creature. TE 
Diabolic Servitude — Ench 3@ 


When Diabolic Servitude comes into play, choose target 
creature card in your graveyard and put that creature into 
play. When the chosen creature is put into a graveyard, 
remove the creature from the game and return Diabolic 
Servitude to owner’s hand. When Diabolic Servitude leaves 
play, remove the chosen creature from the game. US 


Cost : 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost 
Discordant Dirge Ench 32RD 
During your upkeep, you may put a verse counter on 
Discordant Dirge. #, Sacrifice Discordant Dirge: Look at 
target opponent's hand and choose up to X of those 
cards, where X is the number of verse counters on 


Discordant Dirge. That player discards those cards. US 


Disturbed Burial Sore 1® 
Buyback 3. Return target creature card from your 
graveyard to your hand. 


Drain Life Sorc De 
®: Drain Life deals X damage to target creature or 
player. Spend only black mana in this way. Gain 1 life 
for each 1 damage dealt, but not more than the tough- 
ness of the creature or the life total of the player Drain 
Life damages. * You decide how much #% to spend on 
dealing damage as you play the spell and spend the 
mana at that time. You can’t change your mind later 
and deal more or less damage than that for which you 
originally paid. 5E 


Dread of Night Ench ® 
All white creatures get -1/-1, TE 
Dregs of Sorrow Sore wee 
Destroy X target nonblack creatures. Draw X cards. TE 
Drudge Skeletons Su Skeletons 1/1 1% 
®: Regenerate, 5E 
Dungeon Shade = Su Spirit 11 3% 


Flying. #: Dungeon Shade gets +1/+1 until end of 

turn. SH 

Duress Sore 

Look at target opponent's hand and choose a nonerea- 

ture, nonland card there. That player discards that card. 
US 


Eastern Paladin Su Knight 3/3 2% 
#%, >: Destroy target green creature. US 
Endless Scream EC xe 


Enchanted creature gets +X/+0. ° The value of X is set 
when the spell is cast and does not revert to zero when 
the enchantment is in play, even though °° in the cast- 
ing cost becomes zero. Moving Endless Scream onto 
another creature doesn’t change the value of X, but sac- 
ve it. using a Faith Healer’s ability will only give be 
1 life. 


Enfeeblement EC 22 
Enchanted creature gets -2/-2. TE 
Engineered Plague — Ench 2m 


When Engineered Plague comes into play, choose a crea- 
ture type. All creatures of the chosen type get -1/-1. UL 


Entropic Specter Su Spirit ** 3@@ 
Flying. Entropic Specter has power and toughness each 
equal to the number of cards in target opponent’s hand. 
If Entropic Specter damages any player, that player 
chooses and discards a card. EX 
Erg Raiders Su Raiders 2/3 1® 
At the end of your turn, Erg Raiders deals 2 damage to 
you if it did not attack this turn. Ignore this effect if 
Erg Raiders has summoning sickness. *At the end of 
your turn, Erg Raiders checks to see whether it 
attacked that turn. If it didn’t, then it damages you. 
The effect is ignored only if Erg Raiders has summon- 
ing sickness. 5E 
Evil Eye of Orms-by-Gore Su Evil Eye 3/6 4% 
Evil Eye of Orms-by-Gore cannot be blocked except by 
Walls. Except for Evil Eyes, creatures you control cannot 
attack, 5E 
Evil Presence EL ® 
Enchanted land is a swamp. 5E 
Evincar’s Justice Sore 20” 
Buyback .3:. Evincar’s Justice deals 2 damage to each 
creature and player. TE 
Eviscerator Su Horror 5/5 (Spa 
Protection from white. When Eviscerator comes into 
play, lose 5 life. U 


Exhume Sorc 1® 
Each player chooses a creature card in his or her 

graveyard and puts that creature into play. US 
Expunge Inst 2m 


Destroy target nonartifact, nonblack creature, That crea- 
ture cannot be regenerated this turn, Cycling 2. US 
Extinction Sore ae 
Destroy all creatures of any creature type of your 
choice. 

Fallen Angel Su Angel 3/3 34a 
Flying. Sacre a creature: Fallen Angel gets +2/+1 
until end of turn. 5E 
Fear EC Pe 
Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures. BE. 
Fevered Convulsions —Ench oP 
2.4: Put a -1/-1 counter on target creature. TE 
Flesh Reaver Su Horror 4/4 1® 
Whenever Flesh Reaver successfully deals damage to a 
creature or opponent, Flesh Reaver deals an equal 
amount of damage to you. US 
Fog of Gnats Su Insects 
Flying. 4: Regenerate Fog of Gnats. 


Ww PR 


UL 


MS - Mana Source 
Su - Summon 


? Title 


Ench - Enchantment 
Inst - Instant 


Type P/T Cost 
Foul Imp Sulmp 2/2 SP 
Flying. When Foul Imp comes into — lose 2 life. SH 


Frozen Shade Su Shade 0/1 2% 
: +1/+1 until end of turn. 5E 
Fugue Sore Pe 
ta player chooses and dia three cards. © EX 
Funeral March EC Lee 


If enchanted creature leaves play, its controller sacri- 
fices a creature, 5E 


Giant Cockroach Su Insect 


Gloom Ench 

White spells cost an additional ‘3° to play. eee 
abilities requiring an activation cost of white enchant- 
ments cost an additional 3° to play. *See Defense Grid 
for related rulings. ° The effect applies only to the acti- 
vation costs of enchantments, not to other costs such as 
upkeep costs. 5E 
Grave Pact Ench LRO* 
Whenever any creature you control is put into any 
graveyard, each other player sacrifices a creature. SH 
Gravedigger Su Zombie 2/2 a@ 
When Gravedigger comes into play, you may return target 
creature card from your graveyard to your hand. TE 
Greater Werewolf Su Lycanthrope 2/4 ae 
At end of combat, put a -0/-2 counter on each crea- 
ture blocking or blocked by Greater Werewolf. » This 
ability is played at end of combat rather than trigger- 
ing when blockers are declared, so killing the 
Werewolf during combat will prevent its ability from 
being played. 5E 
Grollub Su Beast 3/3 2% 
For each 1 damage dealt to Grollub, each opponent 
gains 1 life. EX 
Hatred Inst aOR 
Pay X life: Target creature gets +X/+0 until end of ” 


4/2 oe 


a 


Hecatomb Ench LO? 
When Hecatomb comes into play, sacrifice four creatures 
or sacrifice Hecatomb. Tap a swamp you control: 
Hecatomb deals 1 damage to target creature or player. °/f 
you control at least four creatures when Hecatomb's 

“comes into play” effect resolves, you may choose four of 
them and sacrifice them. If you decide not to or don’t 
have enough creatures, Hecatomb is buried. 


Hollow Dogs SuHounds 3/3 ag 
Whenever Hol Dogs attacks, it gets +2/+0 until end 
of turn. US 


Howl from Beyond 
Target creature gets +X/+0 until end of turn. 


Il-Gotten Gains Sore 2@ 
Remove lll-Gotten Gains from the game. All players dis- 
card their hands, then each player puts up to three cards 
from his or her graveyard into his or her hand. *You may 
choose the cards just discarded as part of Iil-Gotten 
Gains’ effect, since discarding your hand and choosing 
three cards from your graveyard are part of resolution 
ie happen in that order. US 
mps’ Taunt Inst 1e 
He ack 3. Target creature — this turn if able. .. TE 
Initiates of the Ebon Hand Su Clerics 11 
1: Add % to your mana pool. If 4° or more is spent in 
this way during one turn, sacrifice Initiates of the Ebon 
Hand at end of turn. Play this ability as a mana source. 
°The mana spent to play this ability isn’t simply changed 
from 1 to %. The colorless mana is spent, and black 
mana is added to your pool, 5E 
Keeper of the Dead Su Wizard 1/2 QP 
®, S: Destroy target nonblack creature. Play this abil- 
ity only if that creature’s controller has at least two 
fewer creature cards in his or her graveyard than you 
have in yours. EX 
Kezzerdrix Su Beast 4/4 igre 
First strike. During your upkeep, if your opponents control 
no creatures, Kezzerdrix deals 4 damage to you. 
Kjeldoran Dead = SuDead 3/1 & 
When Kjeldoran Dead comes into play, sacrifice a crea- 
ture. @: Regenerate Kjeldoran Dead. * When Kjeldoran 
Dead's “comes into play” effect resolves, you choose and 
sacrifice a creature. If Kjeldoran Dead is your only crea- 
ture in play at that time, you sacrifice it 5E 
Knight of Dusk = Su Knight 2/2 De® 
%%: Destroy target creature blocking Knight of Dusk. TE 
Knight of Stromgaldsu Knight 2/1 PP 
Protection from white, 4: Knight of Stromgald gains 
first strike until end of turn, #4: Knight of Stromgald 
gets +1/+0 until end of turn. 5E 
Krovikan Fetish EC 29 
Draw a card at the beginning of the turn after Krovikan 
Fetish comes into play. Enchanted creature gets oe 


Lab Rats Sore ® 
Buyback 4, Put a Rat token into De Treat this token 
as a 1/1 black creature. SH 
Leeching Licid Su Licid 1/1 Le 
©, ©: Leeching Licid loses all abilities and becomes a 


Inst xe 
5E 


Sor - Sorcery 


Title Type P/T 
creature enchantment that reads “During the upkeep of 
enchanted creature's controller, Leeching Licid deals 1 
damage to that player” instead of any other type of 
permanent. Move Leeching Licid onto target creature. 
You may pay # to end this effect. -See iat 
ing Licid for related rulings. 


Leshrac’s Rite EC ; 
Enchanted creature gains swampwalk. 5E 
Living Death Sore 3O® 


Remove from the game all creature cards in all grave- 
yards. Then, put each creature that is in play into its 
owner's graveyard, Then, take each creature card 
removed from the game with Living Death and put it 
into play under its owner's control. TE 


Looming Shade  SuShade 1/1 2@ 
®: Looming Shade gets +1/+1 until end of turn. US 


Lord of the Pit SuDemon 77 4@@@ 
Flying, trample. During your upkeep, sacrifice a creature 
other than Lord of the Pit. If you cannot, Lord of the Pit 
deals 7 damage to you. * This upkeep costs is mandatory. 
/f you have any other creatures in play at the time you 
play Lord of the Pit's upkeep ability, you must sacrifice 
one of them. If you can’t, Lord of the Pit deals 7 damage 
to you. This damage may be prevented normally-for 
example, with a CoP. «Because the sacrifice is a cost, you 
can sacrifice one Lord of the Pit to another, but you can't 
sacrifice two Lords of the Pit to each other. Paying one 
Lord's upkeep cost removes the other from play, thereby 
preventing you from paying the other's upkeep cost. 5E 


Lost Soul Su Lost Soul 2/1 aaa 
Swampwalk, 5E 
Lurking Evil Ench PPS 


Pay half your life, rounded up: Lurking Evil becomes a 
4/4 creature with flying that counts as a Horror. US 


Lurking Skirge Ench 1® 
When a creature is put into one of your opponents’ 
graveyards, if Lurking Skirge is an enchantment, 
Lurking Skirge becomes a 3/2 creature with flying 
that counts as an Imp. UL 


Maddening Im Sulmp 1/1 2 
Flying. @: All non-Wall creatures target opponent con- 
trols attack this turn if able. At end of turn, destroy 
each of those creatures that did not attack. Use this 
ability only during target opponent's turn and only 
before combat. 

Mana Leech Su Worm 1/1 22 
You may choose not to untap Mana Leech during your 
untap phase. ©: Tap target land. As long as Mana 
Leech remains tapped, that land does not untap during 
its controller's untap phase. US 


Marsh Lurker Su Beast 3/2 3® 
Sacrifice a swamp: Marsh Lurker cannot be blocked this 

tum except by artifact creatures and black creatures. TE 
Megrim Ench 22 
Whenever any opponent discards a card, Megrim deals 
2 damage to him or her. SH 


Mind es gpats Su Insects 2/2 3@ 
When Mind Maggots comes into play, choose and dis- 
card any number of creature cards. For each card dis- 
carded this way, put two +1/+1 counters on Mind 
Maggots. 


Mind Peel Sorc ® 
Buyback 2'44. Target player chooses and discards a 
card, SH 


Mind Ravel Sore 2@ 
Target player chooses and discards a card. Draw a card 
at the beginning of the next turn. ° This spell doesn't fiz- 
Zle if the target has no cards, so you'll draw your card 

regardless, 5E 
Mind Warp Sore ae 7 
Look at target player's hand. He or ae discards X cards 
of your choice. 5E 


Mindstab Thrull = SuTthul 272 wee 
Sacrifice Mindstab Thrull: Defending player chooses and 
discards three cards, Use this ability only if Mindstab 

Thrull is attacking and unblocked. 5E 


Mindwarper Su Spirit 0/0 2am 
Mindwarper comes into play with three +1/+1 counters 
on it. 2'4, Remove a +1/+1 counter from Mindwarper: 
Target player chooses and discards a card. Play this 
ability as a sorcery. SH 
Mindwhip Sliver Su Sliver 2/2 2 
Each Sliver gains “\2’, Sacrifice this creature: Target 
player discards a card at random. Play this ability as a 
sorcery.” TE 
Minion of the Wastes Su Minion */* Sq 
Trample. When you play Minion of the Wastes, pay any 
amount of life. Minion of the Wastes has power and 
toughness each equal to that amount.e When Minion of 
the Wastes is about to come into play by any means 
other than being cast, you must choose an amount of life 
and pay it before Minion comes into play. TE 
Mole Worms Su Worms 1/1 22 
You may choose not to untap Mole Worms during your 
untap phase, @: Tap target land. As long as Mole 
Worms remains tapped, that land does not untap during 
its controller's untap phase. 5E 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost : 
Morgue Thrull Su Thrull 2/2 2 
Sacrifice Morgue Thrull: Put the top three cards of your 
library into your graveyard. SH 
Mortuary Ench 3@ 
Whenever any creature is put into your graveyard from 
play, put that creature on top of your library. SH 
Murk Dwellers Su Murk Dwellers 2/2 3 
If Murk Dwellers attacks and is not blocked, it gets 
+2/+0 until end of turn. 5E 


Nausea Sore 1@ 
All creatures get -1/-1 until end of turn. EX 
Necrite SuThrull 2/2 1&® 


Sacrifice Necrite: Destroy target creature defending 
player controls. That creature cannot be regenerated 
this turn. Use this ability only if Necrite is attacking and 
unblocked. 5E 


pborstogta Inst 3e® 
Play Necrologia by during your discard phase, Pay X 
life: Draw X cards, EX 


Necropotence Ench POD 
Skip your draw phase. Whenever you discard a card, 
remove that card from the game. Pay 1 life: Remove 
the top card of your library from the game face down. 
At the beginning of your discard phase, put that card 
into your hand. *Wecropotence doesn’t cause you to 
skip your draw phase unless it's in play when the phase 
begins. For example, you may skip your draw phase for 
effects such as Pursuit of Knowledge’s prior to when 
Necropotence would cause you to skip it. If another 
effect, such as the death of an Ivory Gargoyle, also 
causes you to skip that phase, you choose which effect 
actually causes you to skip it. If Necropotence’s effect 
lets you skip the phase, you'll still have to skip one later 
for the other effects. * The activated ability removes 
cards from your library immediately, and puts them into 
your hand at the beginning of your next discard phase. 
The cards are put into your hand by Necropotence’s 
effect, not by the card itself, so you'll get them even if 
it leaves play. *All cards you discard are removed from 
the game, even if you discard them to somewhere other 
than your graveyard. This includes cards that are dis- 
carded as a cost. 5E 


Nether Shadow SuShadow 1/1 2 
Nether Shadow is unaffected by summoning sickness. 
At the end of your upkeep, if Nether Shadow is in your 
graveyard with at least three creature cards above it, 
you may put Nether Shadow into play. ° This is a phase 
ability rather than an activated ability so Nether Shadow 
may be returned to play only once each turn. 5E 


Nightmare Su Nightmare */* 5 
Flying. Nightmare has power and toughness each equal 
to the number of swamps you control. 5E 


No Mercy Ench 26 
Whenever a a successfully deals damage to 
you, destroy it. UL 


No Rest for the Wicked Ench 1® 
Sacrifice No Rest for the Wicked: Return to your hand 

all creature cards put into your graveyard from play this 
turn. US 


Oath of Ghouls Ench 1% 
During each player’s upkeep, if there are more creature 
cards in that player's graveyard than in target oppo- 

nent’s graveyard, the player may return target creature 
card from his or her graveyard to his or her hand. EX 


Oppression Ench 122 
Whenever a player successfully casts a spell, that 
player chooses and discards a card. US 
Order of Yawgmoth Su Knight 2/2 2@@ 
Order of Yawgmoth cannot be blocked except by arti- 
fact creatures and black creatures. Whenever Order of 
Yawgmoth successfully deals damage to a player, that 
player chooses and discards a card. US 


Ostracize Sore ® 
Look at target opponent's hand and choose a creature 
card there. That player discards that card. UL 


Paralyze EC 

When Paralyze comes into play, tap enchanted creature. 
Enchanted creature does not untap during its controller's 
untap phase, That player may pay an additional 4 during 
his or her upkeep to untap it. *Because the untap cost is 
paid during upkeep, it may be paid more than once each 
turn. Untap costs are cumulative, so two Paralyzes 
increase untap cost to 8. 5E 


Parasitic Bond EC 3 
During the upkeep of enchanted creature's controller, 
Parasitic Bond deals 2 damage to that player. US 
Peris| Sore 2@ 
Destroy all green creatures. Those creatures cannot be 
regenerated this turn. TE 
Persecute Sore 228 
Choose a color. Look at target ites hand. That play- 
er discards all cards of the chosen color. US 
Pestilence Ench 222 
At the end of any turn, if there are no creatures in play, 
sacrifice Pestilence. 4: Pestilence deals 1 damage to 
each creature and player. °/f another “at end of turn” 
ability is scheduled to produce a creature or to remove 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 


UL - Urza’s Legacy 


Title Type P/T Cost 


the last creature from play, you can choose whether or 
not to play it before Pestilence’s ability. Effects that last 
until end of turn, such as animating a Mishra’s Factory, 
end before Pestilence checks for creatures.  5E,US 
Phyrexian Broodlings Su Minions 2/2 Te 
1, Sacrifice a creature: Put a +1/+1 counter on 
Phyrexian Broodlings. 

Phyrexian Debaser Su Carrier 2/2 3@ 
Flying. ©, Sacrifice Phyrexian Debaser: Target crea- 
ture gets -2/-2 until end of turn. U 
Phyrexian Defiler Su Carrier 3/3 2@ 
©, Sacrifice Phyrexian Defiler: Target creature gets 
-3/-3 until end of turn. UL 


$$$ $$ 


Tim Palmer's 
PIO-NY 


Creatures (16) 
4 Goblin Lackey 
4 Goblin Mutant 
4 Goblin Patrol. 
4 Mogg Fanatic 


Spells (24) 
4 Cursed Sera 
4 Fireblast 


4 Incinerate 
4 Lightning Ba 


Lands (20) 
16 Mountain 
4 Wasteland 


Sideboard 
2 Anarchy 
4 Ankh of Misi 
2 Pyroblast 


Phyrexian Denouncer Su Carrier 1/1 1e 
®, Sacrifice Phyrexian Denouncer: Target creature 
gets -1/-1 until end of turn. UL 
Phyrexian Ghoul Su Zombie 2/2 2m 
Sacrifice a creature: Phyrexian Ghoul gets +2/+2 until 
end of turn. US 
Phyrexian Plaguelord su Carer 4/4 3 
®, Sacrifice Phyrexian Plaguelord: Target creature 
gets -4/-4 until end of turn. Sacrifice a creature: 
Target creature gets -1/-1 until end of turn. 
Phyrexian Reclamation Ench 

1 @, Pay 2 life: Return target creature card from 
your graveyard to your hand. 

Pit Imp Sulmp 0/1 ® 
Flying. #: Pit Imp gets +1/+0 until end of tun. You can- 
Not spend more than 44% in this way each tum. TE 
Pit Scorpion = Su Scorpion 1/1 22 
If Pit Scorpion damages any player, he or she gets a 
poison counter. If any player has ten or more poison 
counters, he or she loses the game. 5E 
Pit Spawn SuBeast 6/4 42@e@ 
First strike. During your upkeep, pay 44% or sacrifice 
Pit Spawn. If Pit Spawn damages any creature, remove 
that creature from the game. EX 


UL 
® 


Plague Beetle  Sulnsect 1/1 ® 
Swampwalk. UL 
Plague Rats Su Rats */* 2 


Plague Rats has power and toughness each equal to 
the number of Plague Rats in play. 5E 
Plaguebearer Su Zombie 1/1 1@ 
X X @: Destroy target nonblack creature with total 
casting cost equal to x. EX 
Planar Void Ench 

Whenever a card is put into a graveyard, remove that 
card from the game, US 
Pox Sore SEP 
Each player loses 1/3 of his or her life; then chooses 
and discards 1/3 of his or her hand; then sacrifices 1/3 


Title 


Type P/T Cost 
of the creatures he or she controls; and then sacrifices 
1/3 of the lands he or she controls. Round each loss up. 
This spell doesn’t use the word “target,” so it's not 
targeted in any way. White Knights, Pincher Beetles, 
and so on are counted and sacrificed just like any other 
creature. 5E 


Priest of Gix Su Minion 2/1 2@ 
When Priest of Gix comes into play, add 444 to 
your mana pool. US 
Rabid Rats SuRats 1/1 1® 
: Target blocking creature gets -1/-1 until end of 
turn. SH 


Rag Man SuRag Man 2/1 .2@@ 
&®, >: Look at target opponent's hand. That 
player discards a creature card at random, Use this 
ability only during your turn. 

Rain of Filth Inst 2 
Each land you control gains spmfoe this land: Add 4 
to your mana pool” until end of turn. */f a triggered 
effect such as Spreading Algae would cause one of 
your lands to be destroyed when tapped, the effect 
of Rain of Filth would allow you to sacnifice it in 
response, since this ability is played as a mana 
source, Rain of Filth, however, must already be in 
effect to use its ability. U 


Rain of Tears Sore Lee 
Destroy target land. TE 
Raise Dead Sorc 


Return target creature card in your graveyard to 
your hand. 5E 
Rank and Filesu Zombies3/3 2 ®@ 
When Rank and File comes into play, all 
green creatures get -1/-1 until end of turn. * This 
is a coming-into-play ability, and only affects 
green creatures currently in play. If additional 
green creature enter play later that turn, they 
are not affected. U 
Rats of Rath SuRats 2/1 t® 
®: Destroy target artifact, creature, or land you 
control. TE 
Ravenous SkirgeSu Imp 1/1 2m 
Flying. Whenever Ravenous Skirge attacks, it 
gets +2/+0 until end of turn. US 
Reanimate Sore 
Put target creature card from any graveyard into 
play under your control. Lose life equal to that 
creature's total casting cost. TE 
Reckless Spite _ Inst Lee 
Destroy two target nonblack creatures. Lose 5 
life. T 
Reclusive Wightsu Minion4/4 3@ 
During your upkeep, if you control any other non- 
land permanents, sacrifice Reclusive Wight. 4 
Banned and Restricted. 
Recurring Nightmare Ench fe 
Sacrifice a creature, Return Recurring Night- 
mare to owner's hand: Put target creature card from 
your graveyard into play. Play this ability as a sorcery. 
+See Banned & Restricted. EX 
Reprocess Sore 222 
Sacrifice any number of artifacts, creatures, and/or lands 
and draw a card for each one sacrificed this way. US 
Revenant Su Spirit */* 4® 
Flying. Revenant has power and toughness each equal 
to the number of creature cards in your graveyard. SH 
Sadistic Glee EC 2 
Whenever any creature is put into any graveyard from 


play, put a +1/+1 counter on enchanted creature. © TE 
Sanguine Guard  SuKnight 2/2 ame 
First strike. \1\4: Regenerate Sanguine Guard. US 


Sarcomancy Ench ® 
When Sarcomancy comes into play, put a Zombie token 
into play. Treat this token as a 2/2 black creature. 
During your upkeep, if there are no Zombies in play, 
Sarcomancy deals 1 damage to you. TE 
Scare Tactics Inst ® 
All creatures you control get +1/+0 until end of tum. EX 


Scathe Zombies Su Zombies 2/2 e 
5 
Screeching Harpy Su Beast 2/2 2@ 
Flying. ‘14: Regenerate Screeching Harpy. TE 
Sengir Autocrat Su Autocrat 2/2 ae 


When Sengir Autocrat comes into play, put three Serf 
tokens into play. Treat these tokens as 0/1 black crea- 
tures, If Sengir Autocrat leaves play, destroy all Serf 
tokens. */f Sengir Autocrat leaves play, it destroys all 
Serf tokens in play, not just the ones it created, ee 
less of who controls them. 

Serpent Warrior Su Soldier 3/3 2 4 
When Serpent Warrior comes into play, lose 3 life. SH 
Servant of Volrath Su Minion 3/3 2e 
If Servant of Volrath leaves play, sacrifice a creature. TE 
Sick and Tired Inst 29 
Two target creatures each get -1/-1 until end of turn. UL 


Sicken EC c 


Title Type P/T 


Enchanted creature gets -1/-1. Cycling ‘2. US 
Skeleton Scavengerssu Skeletons0/0 2% 
Skeleton Scavengers comes into play with one +1/+1 
counter on it. Pay 1 for each +1/+1 counter on 
Skeleton Scavengers: Regenerate Skeleton Scavengers 
and put a +1/+1 counter on it. SH 


Skirge Familiar Sulmp 3/2 
Flying. Choose and discard a card: Add 4 to your 


+e 


mana pool. Play this ability as a mana source. US 
Skittering Skirge  Sulmp 3/2 ER 
Flying. When you successfully cast a creature spell, 
sacrifice Skittering Skirge. 


Skyshroud Vampire Su Vampire 3/3 3@ 
Flying. Choose and discard a creature card: ae 
Vampire gets -+2/+2 until end of turn. 


Slaughter Inst 2 ‘ 
Buyback-Pay 4 life. Destroy target nonblack creature. 
That creature cannot be regenerated this turn. EX 


Sleeper Agent Su Minion 3/3 ® 
When Sleeper Agent comes into play, target opponent 
gains control of it. During your upkeep, Sleeper Agent 
deals 2 damage to you. US 
Sleeper’s Guile EC x. 
Enchanted creature cannot be blocked except by arti- 
fact creatures and black creatures, When Sleeper’s 
Guile is put into a graveyard from play, return 
Sleeper's Guile to owner’s hand. UL 
Sorceress Queen Su Sorceress 1/1 L@® 
®: Target creature other than Sorceress Queen is 0/2 
until end of turn, * This effect overrides calculated power 
and toughness such as that of Nightmare or Dauthi 
Warlord. When the Queen's effect wears off, the creature 
returns to its normal power and toughness formula. «A 
Sorceress Queen may target other Sorceress Queens, 5E 
Souldrinker Su Spirit 2/2 3@ 
Pay 3 life: Put a +1/+1 counter on Souldrinker. = TE 
Spike Cannibal = SuSpike 0/0 1e@ 
Spike Cannibal comes into play with one +1/+1 counter 
on it. When Spike Cannibal comes into play, move all 
+1/+1 counters from all creatures onto Spike Cannibal. EX 
Spinal Graft EC 1 
Enchanted creature gets +3/+3. If enchanted creature is 
the target of a spell or ability, destroy that creature. The 
creature cannot be regenerated this turn. *As soon as 
the enchanted creature is declared as a target, that 
creature is destroyed, as it is a triggered effect TE 
Spined Fluke Su Horror 5/1 2a 
When Spined Fluke comes into play, sacrifice a crea- 
ture. @: Regenerate Spined Fluke. U 
Stromgald Cabal Suknights 2/2 tee 
©, Pay 1 life: Counter target white spell. Play this abil- 
ity as an interrupt. 5E 
Stronghold Assassinsu Assassin2/1 1@ 
«, Sacrifice a creature: Destroy target nonblack creature,SH 
Stronghold TaskmasterSu Minion4/3 2 ° 
All other black creatures get -1/-1. 

Subversion *— Ench e me 
During your upkeep, each of your opponents loses 1 
life. Gain 1 life for each 1 life lost this way. UL 


Swat Inst Lee 
Destroy target creature with power 2 or less. 
Cycling 2°. 

Tainted Aether Ench 22 


Whenever a creature comes into play, its controller sac- 
rifices a creature or land. US 
Terror Inst 1 
Destroy target nonartifact, inoue creature. That 
creature cannot be regenerated this turn. 5E 
Tethered Skirge  Sulmp 2/2 2% 
Flying. Whenever Tethered Skirge becomes the target 
of a spell or ability, lose 1 life, °See Spinal Graft for 
related rulings. UL 
Thrull Retainer EC 

Enchanted creature gets +1/+1. Sacrifice Thrull 
Retainer: Regenerate enchanted creature. 

Thrull Surgeon = SuThrull «1/1 1® 
‘1 ®, Sacrifice Thrull Surgeon: Look at target player's 
hand and.choose one of those cards. That player dis- 
cards that-card. Play this ability as a sorcery. 


Torment EC 1® 
Enchanted creature gets -3/-0, SH 
Torture EC ® 
1: Put a -1/-1 counter on enchanted creature. 5E 
Tortured Existence — Ench 


, Choose and discard a creature card: Return target 
creature card from your graveyard to your hand. © SH 
Touch of Death Sore 29 
Touch of Death deals 1 damage to target player and 
you gain 1 life. Draw a card at the beginning of the 
next turn, 5E 
Treacherous Link EC 1® 
Redirect to its controller all damage dealt to enchant- 
ed creature, U 


Unearth Sore ® 


Cost 


ACLE PLAYER’S GUIDE 


Title Type P/T 
Choose target creature card in your graveyard with 
total casting cost 3 or less and put that creature into 
play. Cycling 2. U 
Unholy Strength EC ® 
Enchanted creature gets +2/+1, 5E 
Unnerve Sore 

=e of your opponents chooses and discards two 
cards, 


Unworthy Dead Su Skeletons 1/1 Le 
®: Regenerate Unworthy Dead. US 
Vampire Bats Su Bats 0/1 ® 


Flying. &: +1/+0 until end of turn. You cannot spend 
more than 4% in this way each turn, 5E 


Vampire Hounds SuHounds 2/2 2e 
Choose and discard a creature card: Vampire Hounds 
gets +2/+2 until end of turn. EX 


Vampiric Embrace EC WR 
Enchanted creature gets +2/+2 and gains flying. 
Whenever a creature successfully dealt damage by 
enchanted creature this turn is put into a graveyard, put 
a +1/+1 counter on enchanted creature. US 


Vebulid Su Horror 0/0 £ 
Vebulid comes into play with one +1/+1 counter on it. 
During your upkeep, you may put a +1/+1 counter on 
Vebulid. When Vebulid attacks or blocks, destroy it at 
end of combat. US 


Victimize Sore ae 
Choose two target creature cards in your graveyard. 
Sacrifice a creature. If you do, put the two chosen 
Creatures into play tapped. US 
Vile Requiem Ench 292 
During your upkeep, you may put a verse counter on 
Vile Requiem. 1:4, Sacrifice Vile Requiem: Destroy up 
to X target nonblack creatures, where X is the number 
of verse counters on Vile Requiem. Those creatures 
cannot be regenerated this turn, 


Volrath’s Dungeon —Ench 2O@ 
Any player may pay 5 life during his or her turn to 
destroy Volrath’s Dungeon. Choose and discard a card: 
Target player chooses a card in his or her hand and 
puts that card on top of his or her library. Play this 
ability as a sorcery. EX 


2” 


Wall of Bone Su Wall 1/4 
#: Regenerate. 5E 
Wall of Souls Su Wall 0/4 1® 


Whenever Wall of Souls is dealt combat damage, it deals 
an equal amount of damage to target opponent. SH 
Warp Artifact EA 22 
During the upkeep of enchanted artifact’s controller, 
Warp Artifact deals 1 damage to him or her. 
Weakness EC & 
Enchanted creature gets -2/-1. 5E 


Western Paladin Su Knight 3/3 2 
*, &: Destroy target white creature. US 
Witch Engine Su Horror 4/4 5@ 


Swampwalk, @: Add 444 to your mana pool. 
Target opponent gains control of Witch Engine. US 


Wretched, The SuWretched 2/5 3 @ 
At the end of combat, gain control of all creatures block- 
ing The Wretched as long as you control The Wretched. 
©The player that controls The Wretched at end of com- 
bat gains control of all creatures that blocked it  5E 


Xenic PoltergeistSu Poltergeist 1/1 1% 
>: Until your next upkeep, target noncreature artifact is 
an artifact creature with power and toughness each 
equal to its total casting cost. (That artifact retains all of 
its original abilities.) °All permanents get summoning 
sickness, even though only creatures are affected by it. 
Thus, whether an artifact animated by Xenic Poltergeist 
can attack or use its abilities is determined just as if it 
had been a creature all along.. 5E 


Yawgmoth’s Edict —Ench Ve 
Whenever one of your opponents successfully casts a white 
spell, that player loses 1 life and you gain 1 life. US 


Yawgmoth’s Will Sore 2% 
Until end of turn, you may play cards in your graveyard 
as though they were in your hand. Cards put into your 
graveyard this turn are removed from the game instead.US 


Zombie Master Sulord 2/3 eae 
All Zombies gain “4: Regenerate” and swampwalk. 
*Zombie Master is a Lord, not a Zombie, so it doesn’t 
grant its abilities to itself. 5E 


BLUE 


Academy Researchers SuWiz 2/2 1 
When Academy Researchers comes into play, you may 
choose an enchant creature card in your hand and put 
that enchantment into play on Academy Researchers.US 
Ather Storm Ench 3) 
Summon spells cannot be played. Any player may pay 4 
life to destroy Aether Storm. °Artifact creature spells 
aren't summon spells, so they can be played in spite of 
A:ther Storm. ° The ability to destroy Ather Storm is an 
instant that any player can pay 4 life to play. It may be 


AC - Artifact Creature 
Art - Artifact 


Cost : 


Title Type P/T 
responded to normally, perhaps by returning ther 
Storm to its owner's hand with Time Elemental. As with 
any cost, the life is lost even if the effect turns out to 
do nothing. 5E 


Air Elemental SuElemental 4/4 3@@ 
Flying. 5E 
Annul Intr 
Counter target artifact or enchantment spell. US 
Anti-Magic Aura EC 26 


Enchanted creature cannot be the target of enchant- 
ments, instants, or sorceries. This effect does not 
destroy Anti-Magic Aura. (Other enchantments on that 
creature are buried because their target is now illegal.) 
© This ability prevents the enchanted creature from 
being targeted by anything that is played as an 
enchantment, an instant, or a sorcery. This includes 
abilities played as any of these. 5E 


Anthroplasm Su Shapeshifter 0/0 2 vi) 
Anthroplasm comes into play with two +1/+1 counters 
on it. %X, @: Remove all +1/+1 counters from 
Anthroplasm and put X +1/+1 counters on it. ° Since 
the old counters are removed and the new ones are 
added in the same event during resolution, 
Anthroplasm is never a 0/0 creature long enough to 
be destroyed. UL 


Arcane Laboratory — Ench 26 
Each player cannot play more than one spell each turn. 
eAlthough mana source spells cannot be prevented by 
Arcane Laboratory, if a mana source spell is played 
first, no other spells, except other mana source spells, 
may be played that same turn. *Arcane Laboratory 
only allows a total of one spell to be played per turn 
by each player. For instance, you may not play the 
same buyback spell twice in one turn, or two copies 
of the same spell. US 


Archivist SuWizad V1 2 —- 
®: Draw a card. 
Attunement Ench “ 


Return Attunement to owner’s hand: Draw three cards, 
then choose and discard four cards. US 


Aura Flux Ench 2 
Each other enchantment gains “During your upkeep, 
pay 2 or sacrifice this enchantment.’ eAura Flux 
adds an upkeep cost to the enchantment. You cannot 
play activated abilities of a permanent with an upkeep 
cost until you pay that cost. UL 
Azure Drake Su Drake 2/4 ae 
Flying. 5E 
Back to Basics Ench 2 
Nonbasic lands do not untap during their controllers’ 
untap phases. US 
Barrin, Master WizardSu Legend 1/1 t@@ 
Barrin, Master Wizard counts as a Wizard. 2), Sacrifice 
a permanent: Return target creature to owner's hand.US 


Benthic Behemoth Su Serpent 7/6 S:@@@) 
Islandwalk. TE 
Binding Grasp EC 36 


During your upkeep, pay 1? or destroy Binding 
Grasp. Gain control of enchanted creature. That crea- 
ture gets +0/+1. 5E 


Boomerang Inst e® 
Return target permanent to owner's hand. 5E 
Bouncing Beeblessu Beebles 2/2 26 


Bouncing Beebles is unblockable if defending player 
controls an artifact. UL 


Brainstorm Inst * 
Draw three cards, Then, put any two cards from your 
hand on top of your library in any order. This effect 
generates two events: drawing three cards, and putting 
two cards on top of your library. Thus, abilities that trig- 
ger when cards are drawn will be played before cards 
are put back onto your library. For example, if you draw 
creature cards while you have Enduring Renewal in 
play, you'll discard them before being able to put cards 
on top of your library. 5E 


Capsize Inst ee 
Buyback \3). Return target permanent to owner's ed 
Catalog Inst 2 
Draw two cards, then choose and discard a card. US 
Chill Ench iw 
Red spells cost an additional 2° to play. «See Defense 

Grid for related rulings. Te, 
Cloak of Mists EC D® 
Enchanted creature is unblockable, US 


Cloud of Faeries Su Faeries 1/1 Le 
Flying. When Cloud of Faeries comes into play, if 
you've played Cloud of Faeries from your hand, untap 
up to two lands. Cycling 2. °Al! decisions for a spell 
are made on announcement, except those involving “hid- 
den” information, The lands that will untap are chosen 
when you announce the spell and untap on resolutionUL 


Cloud Spirit Su Spirit 3/1 2@) 
Flying. Cloud Spirit can block only creatures with flying. SH 
Confiscate EP ew 


MS - Mana Source 
Su - Summon 


Cost. 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
You control enchanted permanent. US 
Contempt EC 1é 


If enchanted creature attacks, return that creature and 
Contempt to owner's hand at end of combat. H 


Coral Merfolk = SuMerfolk 2/1 ne 
Counterspell Intr ee 
Counter target spell. 5E,TE 
Cunnin EC Le 


Enchanted creature gets +3/+3. If enchanted creature 
attacks or blocks, sacrifice Cunning at end of turn, EX 
Curfew Inst ® 
Each player chooses a creature he or she controls and 
returns it to owner’s hand. US 
Curiosity EC r 
If enchanted creature damages an opponent, you may 
draw a card. EX 


Dance of Many Ench oe 
During your upkeep, pay @/@’ or sacrifice Dance of 
Many. When you play Dance of Many, choose target 
summon card. When Dance of Many comes into play, 
put a token creature into play and treat it as a copy of 
that summon card. If either Dance of Many or the token 
creature leaves play, sacrifice the other. °/f Dance of 
Many resolves without fizzling, it will produce its token 
even if the target somehow disappears after resolution 
but before the token comes into play. This is because 
the ability of putting the token into play isn’t targeted. 
The token will be a copy of the target as it existed 
when Dance of Many came into play. ° The token copies 
the target's casting cost, so it doesn’t have a default 
total casting cost of 0 as most tokens do. OE, 


Dandan SuDandan 4/1 ee 
Islandhome. 5E 
Dark Maze Su Wall 4/5 4@ 


O°: Dark Maze can attack this turn as though it were 
not a Wall. At end of turn, remove Dark Maze from the 
game. 5E 


Deflection Intr 36 
Target spell with a single target now targets a new legal 
target of your choice. * When you play Deflection, you 
choose a target spell and a new target for that spell, 
Deflection doesn't target the spell’s new target, nor does 
it change who is playing the spell. *If the new target for 
the spell turns out to be illegal when Deflection resolves, 
it fizzles with no effect. «Deflection only targets a spell 
being cast, so although it may retarget a permanent 
such as Black Vise as it's being cast, it can’t do so once 
the permanent is in play. * Deflection can’t target a spell 
that's interrupting another spell or ability, because the 
spell is already targeting its only legal target, namely the 
spell or ability it's interrupting. 5E 


Delusions of Mediocrity Ench 36 
When Delusions of Mediocrity comes into play, gain 10 life. 
When Delusions of Mediocrity leaves play, lose 10 life, UL 
Dismiss Intr 266 
Counter target spell. Draw a card. TE 
Disruptive Student Su Wizard 1/1 26 
: Counter target spell unless its caster pays an addi- 
tional «1. Play this ability as an interrupt. US 
Dominating Licid  Sulicid 11 toe 
1 ©) , &: Dominating Licid loses all abilities and 
becomes a creature enchantment that reads “Gain con- 
trol of enchanted creature“ instead of any other type of 
permanent. Move Dominating Licid onto target creature. 
You may pay “@) to end this effect. *See 
Transmogrifying Licid for related rulings. EX 
Douse Ench 26) 
1) @: Counter target red spell. Play this ability as an 
interrupt. US 
Drain Power Sore ee 
Target player draws all mana from all lands he or she 
controls, Put all mana from that player's mana pool 
into yours. * The target player can tap lands for mana 
and play spells and abilities using that mana before 
Drain Power steals it. Also, the player can control the 
amount and type of mana produced by his or her 
lands by tapping them for mana prior to the resolu- 
tion. *Drain Power will draw as much mana as possi- 
ble out of the target's lands, so if a land has more 
than one mana-producing ability, the one that will 
produce the most mana is used, and it will produce 
as much mana as possible. If abilities tie in this 
respect, the land's controller decides which ability is 
used. For example, Havenwood Battleground would 
have to produce two mana, but a Veldt’s controller 
would choose which type of mana it produced. Also, a 
storage land would be drained of all its counters. If 
the land's ability requires making any choices other 
than how much mana to produce, the land's con- 
troller makes those choices, *Lands that don’t pro- 
duce mana are ignored. 5E 
Dream Cache Sorc 26 
Draw three cards. Then, choose two cards from your 
hand and put both on either the top or the bottom of 
your library. TE 
Dream Halls Ench 308 
Instead of paying the casting cost for a spell of any 


Sor - Sorcery 


Title Type P/T 
color, its caster may choose and discard a card that 
shares at least one color with that spell. If the spell has 
& in its casting cost, X is 0.*Dream Hall's ability is a 
continuous ability, not a replacement or triggered ability. 
(It's worded like a replacement ability for ease of under- 
standing.) Discarding Guerrilla Tactics to pay for a red 
spell through your opponent's Dream Halls, for example, 
does not trigger the Tactic’s second ability. See Banned 
and Restricted. SH 
Dream Prowler Sulilusion 1/5 are 
Dream Prowler is unblockable as long as no other crea- 
tures are attacking, SH 


Su Djinn 5/5 4) 
Flying. During your upkeep, pay ‘16’ or sacrifice 
Drifting Djinn. Cycling 2. 

Duplicity Ench Bie 
When Duplicity comes into play, remove the top five cards 
of your library from the game, face down. During your 
upkeep, you may exchange all the cards in your hand for 
all the cards removed from the game with Duplicity, At 
the end of your turn, choose and discard a card. If you 
lose control of Duplicity, put into owner's graveyard all 
cards pana fon the game with Duplicity. 

Nn Inst « 
Move target atone from one creature to another 
or from one land to another. US 


Ench Tre 
Prevent al damage dealt to you from sources you do 
not control. When a card is put into your waar 
sacrifice ian Field. 

Energy Ench ) 4 
All artifacts | gain “During your upkeep, pay 2° or sacri- 
fice this artifact” * This effect gives each artifact an 
upkeep cost. This means, for example, that you can't 
use an artifact's abilities until its upkeep cost is paid. It 
also means that you can’t use an artifact's mana-pro- 


ducing abilities until its upkeep cost effect has resolved; 


for example, a Mox Diamond can’t be used to pay its 
own upkeep cost. 5E 


Ener Inst 1@ 
Tap target artifact, creature, or land. Draw a card at the 
beginning of the next turn. This effect doesn’t fizzle if 
the target is a tapped, so you still get the card 5E 


Ephemero Sulilusion 4/4 46 
Flying. choose and discard a card: Return Ephemeron 
to owner's hand. EX 
Equilibrium Ench Lee 
Whenever you successfully cast a creature spell, you may 
pay 1 to return target creature to owner's hand. EX 
zard Adept Su Legend 1/1 2 
Ertai, Wizard Adept counts as a Wizard. 266), ©: 
Counter target spell. Play this ability as an interrupt. EX 
Erta ddlin Intr xe 
When target spell is successfully cast, put X delay coun- 
ters on it. X cannot be 0. That spell does not resolve at 
the normal time. During each upkeep of that spell’s cast- 
er, remove a delay counter from the spell. If the spell has 
No delay counters on it, it resolves. */f a spell is targeted 
by more than one Ertai's Meddling, the spell will still only 
resolve once. The other Meddlings will attempt to have 
the spell resolve, but their effects will be ignored, 
because a spell can resolve only once each time it's suc- 
cessfully cast. TE 
Escaped ShapeshifterSu Shapeshifter3/4.  3@)@ 
As long as your oom controls any creatures with 
flying, Escaped Shapeshifter gains flying. The same is 
true for first strike, trample, and protection from any 
color *When Escaped Shapeshifters check to see which 
abilities they copy, they evaluate everything that's in 
play, ignoring the presence of other Escaped 
Shapeshifters. They then gain abilities based on 
whether opposing creatures have them. Escaped 
Shapeshifters don’t give each other abilities, much like 
Reflecting Pools don't enable each other to produce 
mana. Effects such as Radjan Spirit's can remove an 
Escaped Shapeshifter's copied abilities just as if the 
Shapeshifter had those abilities naturally. 


te 


= 


Evacuation Inst 316) 
Return all creatures to owners’ hands, SH 
Exhaustion Sore 26 


Creatures and lands target opponent controls do not 
untap during his or her next untap phase. ° Exhaustion 
affects the target opponent's next tum and all perma- 
nents he or she controls at that time, regardless of 
whether they were in play when Exhaustion resolved US 
Fade Away Sore ow 
For each creature, that creature's controller pays ‘1° or 
sacrifices a permanent. EX 


E 26 
uring the iipksep of enchanted enchantment’s con- 
walt, Feedback deals 1 damage to him or her. 


5E 

Fighting Drake Su Drake 2/4 ee 

FA TE 
Fleeting Image Sulilusion 2/1 26 
Flying, d “6: Return Fleeting Image to owner’s hand, UL 
Flight EC é 


rt 
Enchanted creature gains flying. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost } 


Title Type P/T Cost : 
Flood Encl ¢ 
@ @:: Tap target creature without yy 5E 
Fog Bank Su Wall 0/2 16 


Fying Fog Bank does not deal or receive combat dam- 
age. US 
Fo Intr Lee 
Buyback-Choose and discard two cards. Counter target 
spell pA 


c 


Spike Intr 
Counter target spell unless its caster pays an additonal 
D. 5E 


Forget Sorc 6 
Target player chooses and discards two cards, then draws 
as many cards as he or she discarded in this way. 5E 


tic Search Inst 26 
Draw two cards, then choose and discard two cards. 
Untap up to three lands. *See Cloud of Fairies for 
related rulings. UL 


arid Su Beast 


1 lee 


#: Target creature is blue until end of turn. TE 
eous Form 216 

led creature neither deals nor receives combat 
damage. 5E,TE 
ant Crab SuCrab 3/3 46 


@): Until end of turn, Giant Crab cannot be the target 
of spells or abilities. TE 
Gilded Drake Su Drake 3/3 be 
Flying. When Gilded Drake comes into play, exchange 


Elves of Yavimaya 


The elves of Yavimaya have entered into an 
even more symbiotic relationship there than 
what they had with the forests of Argath, This 
interdependence has reached a point where 
the forest is now heavily reliant on the elves 
for direction. The elves help 
fo design all sorts of S $ 
defenses that the forest will need based on 

| their own experiences and act as a zealous 


| 
1 


them homes, weapons, and food. 


control of Gilded Drake for target creature one of your 
opponents controls or sacrifice Gilded Drake. US 


Glacial Wall Su Wall 0/7 26 
5E 
Gli ing Licid Sulicid 2/2 2¢ 
©, ©: Gliding Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
gains flying” instead of a creature. Move Gliding Licid 
onto target creature. You may pay ‘ to end this effect. 
See Transmogrifying Licid for related rulings. SH 
Great Whale SuWhale 5/5 566 
When Great Whale comes into play, if you've played 
Great Whale from your hand, untap up to seven lands. 
+See Cloud of Fairies for related rulings. US 
Hammerhead Shark SuFish 2/3 bé 
Hammerhead Shark cannot attack unless defending 
player controls any islands. S$ 
Hermetic Study EC le 
Enchanted creature gains “<>: This creature deals 1 
oe to target creature or player.’ US 
lesitation Ench Le 
f any spell is played, counter that spell and sacrifice 
Hesitation, SH 


Hibernation Inst 26 
Return all green permanents to owners’ hands. US 
Homarid Warrior Su Homarid 3/3 a6 


@’: Homarid Warrior cannot be the target of spells or 
abilities until end of turn and does not untap during your 
next untap phase. Tap Homarid Warrior. *Once its ability 
resolves, any earlier spells or abilities in the batch that 
targeted Homarid Warrior will fizzle, as it will be an 
invalid target by the time they resolve. * Tapping Homarid 
Warrior is part of the effect, not the cost, so you can play 
the ability if Homarid Warrior has summoning sickness or 
is already tapped. *Enchantments already in play are per- 
manents, not spells or abilities, so this effect won't 
destroy snehaniments already on Homarid Warrior, 5E 


Horned Su Turtle 1/4 26 

TE 
Horseshoe Crab SuCrab 1/3 26 
@: Untap Horseshoe Crab. US 
Hurkyl’s Recall Inst re 


Return to target player's hand all artifacts in play he or 
she owns. e/t isn’t important who controls the artifacts 
owned by the target player. 5E 


Hydroblast Int é 


SH - Stronghold 
EX - Exodus 


| front line of defense. In return the forest grows 


—Urza's Legacy Style Guide 


Title Type P/T Cos 
Counter target spell if it is red, or destroy target perma- 
nent if it is red. (If this spell targets a permanent, play it 
as an instant) ° This is a modal spell that's played either 
to counter a spell or to destroy a permanent. If Hydroblast 
is played as an interrupt, it’s targeting its only legal target 
(whatever it interrupts), and if it's played as an instant, it 
can target only permanents. Thus, you wouldn't be able to 
Defect: it from one type of target to another. 

E Su Illusion 4/4 be 
During your fie if you have a card in hand, return 
Imaginary Pet to owner's hand. U 


Ench 26 
Whenever target opponent successfully casts a green 
spell a a card. TE 


Intr bé 
Counter Aa artifact, creature, enchantment, or land ability 
requiring an activation cost. Activated abilities of that per- 
manent cannot be played again this tum, Draw a card. TE 
Intervene Intr 6 
Counter target spell that targets a creature. */ntervene 
can counter spells that have more than one target, 
provided one of the targets is a creature. UL 
Ench 26 
Creatures do not itp during their controllers’ untap 


Weatherseed Gf, 


if 
i 
| 
‘ 


Stiumowtlt 


phases. Whenever any creature comes into play, untap 
all creatures. SH 


Inst 26 
yt ur library for any three cards and reveal them 
to an opponent. He or she chooses one. Put that card 

into your hand and the rest into your graveyard. Shuffle 
yaur cid clapeee! TE 


Sore a6 
te wth target player control of the creature with 
the highest total casting cost that you each control. If two 
or more creatures are tied for highest total casting cost 
creature a player controls, he or she chooses between 
them. Exchange control of artifacts in the same way. 

° This effect will attempt to swap creatures and then 
attempt to swap artifacts. Each exchange is made if pos- 
sible, but failure of one doesn’t restrict the other. «Note 
that the spell doesn’t target the creatures and/or artifacts, 
so abilities such as protection don't make a creature 
immune to being swapped. ¢Creatures and artifacts aren't 
surveyed until it's time to exchange that type of perma- 
nent, so it's possible for an artifact creature to he 
exchanged twice: once when creatures are exchanged, 
and then again when artifacts are exchanged, even if its 


new controller didn’t control any artifacts at the nae Mana 


of resolution. 
K of the | Su Wizard = 1/2 


@, ©: Draw a card. Play this ability only if target 
opponent has at least two more cards in hand than 4 


ap 


o@ 


t Whale SuWhale 3/5 3) 
Kiler Whale gains flying until end of turn. EX 
SuCrabh 4/5 4 @@ 


g 

16, ©: Put target green creature on top of 
owner's libra 
Krovikan erer Su Wizard = 1/1 26 
®, Choose and discard a nonblack card: Draw a card. 
®, Choose and discard a black card: Draw two aca 
then choose and discard one of them. 
Labi Otaur Su Minotaur 1/4 - : 
If Laby rinth Minotaur blocks any creature, that creature 
does ts untap during its controller's next untap phase, 5E 
Launch EC De 
Enchanted creature gains flying. When Launch is put 
ie graveyard from play, return Launch to siaky 

ani 


Leap 


Inst é 
Target creature gains flying until end of turn. Draw a 


US - Urza’s Saga 
UL - Urza’s Legacy 


SH 
L ur Ench 6¢ 
During your upkeep, you may put a treasure counter on 
Legacy’s Allure. Sacrifice Legacy’s Allure: Permanently gain 
control of target creature with power no greater than the 
rumber 7m ene counters on Legacy's Allure, TE 
Sore 266 
a exchange control of target artifact or crea- 
ture for control of target permanent of the same type.TE 


Su Leviathan 10/0 S666 
Trample. Leviathan comes into play tapped and does 
not untap during your untap phase. Each turn, 
Leviathan cannot attack unless you sacrifice two addi- 
tional islands. Sacrifice two islands: Untap Leviathan. 


Use this ability only during your upkeep. 5E 
l Ench 266 
2 creatures you control gain flying. UL 


p Ench oe 
tated any forest target opponent controls becomes 
tapped, gain 1 life. » This ability triggers once for each 
and every forest the opponent controls that becomes 
tapped, regardless of when it was tapped. If more than 
one such forest becomes tapped at the same time, the 
ability triggers ance for each, 5E 
in Ench 16 
During your upkeep, you may put a verse counter on 
Lilting Refrain. Sacrifice Lilting Refrain: Counter target 
spell unless caster pays an additional °:, where X is 
the number of verse counters on Lilting Refrain. Play 
this ability as an tthe US 


EL De 


US 

ort su Lord wD ee 
All Merfolk gi +1/+1 and gain islandwalk, *See 
Zombie West i related rulings. 


Intr é 
Permanently ied the text of target permanent or 
spell by replacing all instances of one basic land type 
with another. (For example, you may change “swamp- 
walk” to “plainswalk.” If this spell targets a perma- 
nent, play it as an instant, *Because Magical Hack 
targets spells only when played as an interrupt and 
permanents only when played as an instant, it can’t be 
Deflected from one type of target to the other. *When 
you play the spell, you choose two different basic land 
words; when this effect resolves, each instance of the 
first land word is changed to the second. Thus, if 
someone responds with another spell or ability that 
edits the text such that the first land word no longer 
appears on the card when this effect resolves, this effect 
will do nothing. Note that card names are never “land 
words” or “color words” so may not be edited. * This 
spell simply targets spells and permanents, not spells or 
permanents containing a land word. So, you can target a 
spell or permanent with no basic land words in its text. 
* There are only five basic land types: plains, island, 
swamp, mountain, and forest. This spell cannot add or 
delete the term “snow-covered.” 5E 
M f the UnseenSu Wizard 1/1 pe 
i 6, ©: Untap target artifact an opponent controls 
and gain control of it until end of turn. That artifact is 
unaffected by summoning sickness this tum. Tap arti- 
fact if you lose control of it at end of this turn. * This 
ability targets any artifact, so it will affect untapped 
artifacts normally. ° The artifact becomes tapped if, and 
after, you lose control of it at end of turn. If you don’t 
actually lose control of the artifact (for example, if the 
Magus's control effect is overridden by a later effect), 
the artifact doesn't become tapped. «The artifact is 
unaffected by summoning sickness this turn, even if it 
isn’t a create wae you gain control of it. 5E 
M Ench 26 
Whenever any ee plays a spell, that player returns a 
land he or she controls to owner's hand. EX 


Intr Le 
Counter target ‘spell unless its caster pays an aie 
io. 


ary 
remove them from the game. Shuffle your library after- 
wards, TE 


Su Merfolk = 1/1 ¢ 


TE 
‘ 
Sactice a creature: seen your bray for any copy of 
target creature card and put it into play. Shuffle your 
library afterwards. SH 
Mawcor 


Su Beast 3/3 36 


M 
Flying. é: Mawcor deals 1 damage to target creature 
or ie ll TE 


Inst 
Skip your a tum: Draw four cards, 


26 
ze 


Memory L Intr 

Counter target id but put it on ft of owner's itray 
instead of in his or her graveyard. 5E 
Merfolk Looter Su Merfolk 1/1 Pe 


Title Type P/T 


®&: Draw a card, then choose and discard a card. EX 


Merfolk of the Pearl Trident Su Merfolk 1/1 é 


5E 
Mind Bomb Sore CY 
Mind Bomb deals 3 damage to each player. Each player 
may choose and discard up to three cards to prevent an 
equal amount of damage to him or her from Mind Bomb. 
This effect doesn’t force anyone to discard, but simply 
provides an additional means of preventing the damage 
at the cost of discarding a card. Thus, the discards are 
considered to be voluntary. : 
Mind Games Inst 
Buyback 2\@). Tap target artifact, creature, or land. SH 
Mind Over Matter — Ench 266g) 
Choose and discard a card: Tap or untap target artifact, 
creature, or land. EX 
Mirozel Su illusion 2/3 36) 
Flying. If Mirozel is the target of any spell or ability, 
return Mirozel to owner's hand. EX 
Miscalculation Intr Vé 
Counter target spell unless its caster pays an addition- 
al 2’. Cycling 2. UL 
Mnemonic Sliver Su Sliver 2/2 2\ 6) 
Each Sliver gains “ 2), Sacrifice this creature: Draw a card:"TE 
Morphling — SuShapeshifter 3/3 3 ig) 
@): Untap Morphling. ‘@’: Morphling gains flying until 
end of turn. @/: Morphling cannot be the target of 
spells or abilities until end of turn. \1\; Morphling gets 
+1/-1 until end of turn. ‘1°: Morphling gets -1/+1 until 
end of turn. US 
Oath of Scholars Ench 3) 
During each player’s upkeep, if that player has fewer 
cards in hand than target opponent, the player may dis- 
card his or her hand and draw three cards. EX 


Opportunity Inst 466 
Target player draws four cards. UL 
Palinchron Sulllusion 4/55 566 


Flying. When Palinchron comes into play, if you've 
played Palinchron from your hand, untap up to seven 
lands, 2 @/@:: Return Palinchron to owner's hand. 


°See Cloud of Fairies for related rulings. UL 
Pendrell Drake = SuDrake 2/3 a6 
Flying. Cycling 2. US 
Pendrell Flux EC re 
Enchanted creature gains “During your upkeep, pay this 
creature’s casting cost or sacrifice it” US 
Peregrine Drake  SuDrake 2/3 46 
Flying. When Peregrine Drake comes into play, if you’ve 
played Peregrine Drake from your hand,untap up to five 
lands, US 
Phantasmal Forcessu Phantasm 4/1 2 
Flying. During your upkeep, pay or sacrifice 
Phantasmal Forces. 

Phantasmal Terrain = EL ee 


Enchanted land is a basic land type of your choice. 
You may choose only one of the five basic land types: 
plains, island, swamp, mountain, or forest, Also, you 
choose the land type as you play Phantasmal Terrain, 


not when it comes into play. 5E 
Phantom MonsterSu Phantasm 3/3 3¢ 
Flying. 5E 
Pirate Ship Su Ship 4/3 46 


Islandhome. «: Pirate Ship deals 1 damage to target 
creature or player. : 


Portent Sorc 

Look at the top three cards of target player's library, i 
shuffle that library or put those three cards back on top 
of it in any order. Draw a card at the beginning of the 
next turn. °/f the target players library has fewer than 
three cards, you simply look at what's left and choose 
whether to order those cards or to shuffle them. —5E 


Power Sink Intr xe 
Counter target spell unless that opel 's caster pays an 
additional &. If he or she does not, tap all mana- 
producing lands that player controls and remove all 
mana from his or her mana pool, «See Drain Power for 
rulings related to forcing lands to be tapped for mana. 
*Power Sink ignores lands whose mana can’t be used to 
pay for Power Sink, such as Mishra’s Workshop, and 
lands that can't produce mana at all, 5E,TEUS 
Power Taint EE 16) 
During the upkeep of enchanted enchantment’s controller, 
that player pays 2° or loses 2 life. Cycling 2. s 
Precognition Ench ae 
During your upkeep, you may look at the top card of 
target opponent's library. You may then put that card 
on the bottom of his or her library. TE 
Prodigal Sorcerer Su Wizard 1/1 26 
>: Prodigal Sorcerer deals 1 damage to target crea- 
ture or player. 5E 
Propaganda Ench 26 
Each turn, each creature cannot attack you unless its 
controller pays an additional 2 for that creature. TE 
Psychic Venom EL 1¢@ 
Whenever enchanted land becomes tapped, Psychic 


Cost : 


ACLE PLAYER’S GUIDE 


Title Type P/T 


Venom deals 2 damage to that land's controller. © 5E 
Ransack Sore 36 
Look at the top five cards of target player’s library. Put 
any number of those cards on the bottom of that play- 
er’s library in any order and the rest on top of the play- 
er’s library in any order. SH 


Raven Familiar SuBird 1/2 26 
Flying; Echo. When Raven Familiar comes into play, 
look at the top three cards of your library. Put one of 
them into your hand and the rest on the bottom of 


your library in any order. UL 
Ray of Command Inst 36 
Untap target creature an opponent controls and gain 


control of it until end of turn. That creature is unaf- 
fected by summoning sickness this turn. If you lose 
control of the creature at end of this turn, tap it. *Ray 
of Command targets a creature; nat a tapped creature, 
so it may steal a creature that's already untapped. 
°The creature becomes tapped only if you lose control 
of it at end of turn. It becomes tapped after you lose 
control of it and will have summoning sickness at 
that point. 

Rebound Intr Ve 
Target spell, which targets only a single player, targets 
another player of your choice instead. SH 


Rebuild Inst 

Return all artifacts to owners’ hands, Cycling \2.. 
* Rebuild only returns artifacts in play to their owner's 
hands, Artifacts that are out of play or in any grave- 
yard do not return to their owner's hands, UL 
Recall Sore oe 
Choose and discard X cards: Return X target cards in 
your graveyard to your hand. Remove Recall from the 
game. *Fizzling against one target doesn’t cause other 
parts of the effect to fail, but fizzling against all targets 
does cause the nontargeted parts to fail. If some of 
Recall's targets are missing when it resolves, the rest 
are returned to your hand and Recall is removed from 
the game, but if all of them are missing, Recall isn't 
removed from the game. 5E 
Recantation Ench 266 
During your upkeep, you may put a verse counter on 
Recantation. ‘@’, Sacrifice Recantation: Return up to X 
target permanents to owner’s hand, where X is the 
number of verse counters on Recantation. 

Reef Pirates Su Ships 2/2 166 
If Reef Pirates damages any opponent, put the top card 
of that player's library into his or her graveyard. 5E 


Reins of Power Inst 266 
You and target opponent each untap and gain control of 
all creatures the other controls until end of turn. Those 
creatures are unaffected by summoning sickness this 
turn. SH 
Remove Soul Intr 1@ 
Counter target summon spell. *Artifact creature spells 
aren't summon spells, so Remove Soul can't target 
them. 5E 
Rescind Inst 16 
Return target permanent to owner's hand. Cycling A 


26 


Rewind Intr 266 
Counter target spell. Untap up to four lands. See Cloud 
of Fairies for related rulings, US 
Robe of Mirrors EC 6 
Enchanted creature cannot be the target of spells or 
abilities. EX 
Rootwater Diver Su Merfok 1/1 © 
®, Sacrifice Rootwater Diver: Return target artifact 
card from your graveyard to your hand. TE 
Rootwater Hunter Su Merfolk 1/1 216) 
>: Rootwater Hunter deals 1 damage to target crea- 
ture or player. TE 
Rootwater MatriarchSu Merfolk 2/3 Qi) 
©: Gain control of target creature as long as that crea- 
ture has any enchantments on it. TE 
Rootwater Mystic Su Merfolk 1/1 
‘1\@): Look at the top card of target player's library. EX 
Rootwater Shaman Su Merfolk 2/2 26) 
You may play creature enchantments whenever you 
could play instants, 


Sandbar Merfolk Su Merfolk 1/1 
Cycling 2, US 
Sandbar Serpent Su Serpent 3/4 46) 
Cycling 2. US 


School of Piranha SuFish 3/3 Le 
During your upkeep, pay ‘1°’ or sacrifice School of 
Piranha. 


Scrivener Su Townsfolk 2/2 6 
When Scrivener comes into play, you may return target 
instant or interrupt card from your graveyard to your 

hand. EX 


Sea Monster © SuSerpent 6/6 4 @)@ 
Sea Monster cannot attack unless defending player 
controls any islands. TE 


Sea Serpent Su Serpent 5/5 oe 


Cost : 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T Cost ; 
Islandhome. 5E 
Sea Spirit Su Spirit 2/3 ae 
: Sea Spirit gets +1/+0 until end of turn. 5E 
Sea Sprite SuFarie 1/1 be 
Flying, protection from red. 5E 
Seasinger SuMerfolk O/1 ‘Lev 


If you control no islands, sacrifice Seasinger. You may 
choose not to untap Seasinger during your untap phase, 
: Gain control of target creature whose controller 
controls any islands as long as you control Seasinger 
and Seasinger remains tapped. 


Second Chance Ench 2 
During your upkeep, if you have 5 life or less, sacrifice 

Second Chance and take an extra turn after this one. UL 
Segovian Leviathansu Leviathan 3/3 ae 
Islandwalk. 5E 


Shadow Rift Inst 6 
Target creature gains shadow until end of turn. Draw a 
card, TE 


Shimmering Wings EC 6 
Enchanted creature gains flying. ‘/: Return Shimmering 
Wings to owner's hand, TE 


Show and Tell Sore 24) 
Each player may choose an artifact, creature, enchant- 
ment, or land card in his or her hand and put that per- 
manent into play. US 


Sibilant Spirit Su Spirit 5/6 56) 
Flying. If Sibilant Spirit attacks, defending player may 
draw a card. 5E 
Sift 36) 
Draw three cards, then choose a aa acard. SH 
Silver Wyvern Su Drake 4/3 «Si 
Flying. ‘@:: Target spell or ability, which targets ant 
Silver Wyvern, targets another creature of your choice 
instead, Play this ability as an interrupt. SH 


Skyshroud Condor SuBird 2/2 1@ 
Flying. You cannot play Skyshroud Condor unless you 
have successfully cast another spell this turn. TE 


Sleight of Mind Intr e 
Change the text of target permanent or spell by replac- 
ing all instances of one color word with another. (For 
example, you may change “nongreen creature” to 
“nonred creature,” If this spell targets a permanent, play 
it as an instant) *See Magical Hack for related rulings. 

° There are only five color words; white, blue, black, red, 
and green. “Colorless” isn't a color word. 5E 


Slow Motion EC 26 
During the upkeep of enchanted creature's controller, 
that player pays 2° or sacrifices that creature. When 
Slow Motion is put into a graveyard from play, return 
Slow Motion to owner's hand. * This ability does not 
add an upkeep cost to the creature's text. You may 
use that creature’s abilities before paying 2, because 
it is not an upkeep cost of the creature. UL 


Snap Inst De 
Return target creature to owner's hand. Untap up to 
two lands. *See Cloud of Faeries for related rulings. UL 


Somnophore Sulllusion 2/2 2@v@ 
Flying. Whenever Somnophore successfully deals damage 
to a player, tap target creature that player controls. That 
creature does not untap during its controller's untap phase 
as long as Somnophore remains in play. US 


Soul Barrier Ench 26) 
Whenever target opponent successfully casts a sum- 
mon spell, Soul Barrier deals 2 damage to him or her. 
That player may pay 2 to prevent this damage. «This 
effect doesn't trigger until the summon spell is suc- 
cessfully cast. Creatures put directly into play won't 
trigger Soul Barrier. 5E 


Spell Blast Intr xo 
or target spell with total casting cost equal to X; — 5ETE 


Spindrift Drake = Su Drake = 2/1 ry 
Flying. During your upkeep, pay “@) or sacrifice Spindrift 
Drake, SH 


Spire Owl SuBird 1/1 ‘va 
Fag When Spire Ow! comes into play, look at the top four 
cards of your library and put them back in any order. US 
Stasis Ench ne 
Each player skips his or her untap phase. During your 
upkeep, pay @! or sacrifice Stasis, *Phasing occurs at 
the beginning of untap, so Stasis will shut down the 
phasing ability and stop anything that's phased out from 
phasing back in. A creature that's phased out doesn't 
stay phased out forever but phases back in the next 
time its controller gets an untap phase. 5E 
Steal Artifact EA 266) 
Gain control of enchanted artifact. * You gain control of 
the artifact only as long as Steal Artifact is on it. This can 
be overridden normally by subsequent control effects, 5E 
Steal Enchantment — EE ee 
Gain control.of enchanted enchantment. TE 
Stern Proctor Su Wizard = 1/2 oe 
When Stern Proctor comes into play, return target arti- 
fact or enchantment to owner's hand. US 
Stinging Licid Su Licid 


aT Le 


MS - Mana Source 
Su - Summon 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
1°@), : Stinging Licid loses this ability and becomes a 
creature enchantment that reads “Whenever enchanted 
creature becomes tapped, Stinging Licid deals 2 damage 
to that creature's controller” instead of any other type of 
permanent. Move Stinging Licid onto target creature. You 
may pay @’ to end this effect. *See Transmogrifying 
Licid for related rulings. JE 


Stroke of Genius Inst x26 
Target player draws X cards. US 
Sunder Inst 3G 
Return all lands to owners’ hands. US 
Telepathy Ench 6 


Each rf your opponents plays with his or her hand 
revealed. 

Thalakos Deceiver Su Wizard 1/1 36) 
Shadow. Sacrifice Thalakos Deceiver: Gain control of 
target creature permanently. Use this ability only if 
Thalakos Deceiver is attacking and unblocked. SH 
Thalakos DreamsowerSu Wizard 1/1 26) 
Shadow. You may choose not to untap Thalakos Dream- 
sower during your untap phase. If Thalakos Dreamsower 
damages any opponent, tap target creature. As long as 
Thalakos Dreamsower remains tapped, that creature 
does not untap during its controller’s untap phase. TE 
Thalakos Drifters Su Townsfolk 3/3 2 @)@ 
Choose and discard a card: Thalakos Drifters gains 
shadow until end of turn. EX 
Thalakos Mistfolk su illusion 2/1 26) 
Shadow. @): Put Thalakos Mistfolk on top of owner's 
library. TE 
Thalakos Scout Su Soldier 2/1 26) 
Shadow. Choose and discard a card: Return Thalakos 
Scout to owner's hand. 

Thalakos Seer = Su Wizard 1/1 ee 
Shadow. If Thalakos Seer leaves play, draw a card. TE 


Thalakos Sentry Su Soldier § 1/2 16 
Shadow. TE 
Theft of Dreams Sore 20 


For each tapped creature target opponent controls, 
draw a card. EX 
Thornwind Faeriessu Faeries 1/1 tei 
Flying. : Thornwind Faeries deals 1 damage to tar- 
get creature or player. UL 


Tidal Surge Sore 1@ 
Tap up to three target creatures without flying. SH 
Tidal Warrior == SuMerfolk 1/1 © 
: Target land is an island until end of turn. SH 
Time Ebb Sorc 26 
Put target creature on top of owner's library. TE 
Time Elemental Su Elemental 0/2 26 


If Time Elemental attacks or blocks, it deals 5 damage 
to you and is sacrificed at end of combat. 2 6) @), 
@ Return target permanent with no enchantments 
on it to owner's hand. » The first ability is played in its 
entirety at end of combat, rather than one part of it 
(“deals 5 damage to you”) being played immediately 
and the other part (“is sacrificed’) being played at 
end of combat. 5E 


Time Spiral Sore ae 
Remove Time Spiral from the game. Each player shuffles 
his or her graveyard and hand into his or her library, then 
draws seven cards. You untap up to six lands. «See Cloud 
of Fairies for related rulings. See Banned and 


Restricted. US 
Time Warp Sore 366) 
Target player takes an extra turn after this one. TE 
Tinker Sore 26 


At the time you play Tinker, sacrifice an artifact. 
Search your library for an artifact card and put that 
artifact into play. Shuffle your library afterward. UL 


Tolarian Winds Inst 16) 
Discard your hand, then draw that many cards, US 
Tradewind Rider Su Spirit 1/4 36 


Flying. , Tap two creatures you control: Return target 
permanent to owner’s hand. TE 


Treasure Trove Ench 2616) 
2) @): Draw a card, EX 
Turnabout Inst 260) 


Tap or untap all artifacts, creatures, or lands target 
player controls, i 
Twiddle Inst 

Tap or untap target artifact, creature, or land. -Twidde 
doesn't prevent the target's controller from using the 
target; it forces him or her to use the target now, or 
not at all, *Abilities that trigger when the target 
becomes tapped (or untapped) trigger normally. * This 
is a modal spell that's played either to tap or to untap 
its target; it doesn’t simply taggle the target when it 
resolves, It can be Deflected from one type of perma- 
nent to another, but that won't change whether the tar- 
get is to be tapped or untapped. 5E 
Twitch Inst 26 
Tap or untap target artifact, creature, or land. Draw a 
card. iy 


Unstable Mutation EC © 


Sor - Sorcery 


Title Type P/T 
Enchanted creature gets +3/+3. During its controller's 
upkeep, put a -1/-1 counter on enchanted creature. 5E 
Unstable Shapeshifter Su Shapeshifter 0/1 3 
Whenever any creature card or creature token comes 


into play, Unstable Shapeshifter becomes a copy of that 
card or token and gains this ability. TE 
Unsummon Inst ¢ 
Return target creature to owner's hand. 5E 
Updratt Inst 16 


Target creature gains flying until end of turn. Draw a card 
at the beginning of the next turn. ° You get the card even 
if the targeted creature already has flying. 

Veil of Birds Ench 

When one of your opponents successfully casts a spel 
if Veil of Birds is an enchantment, Veil of Birds becomes 
a 1/1 creature with flying that counts as a Bird. *Veil of 
Birds is triggered by the successful casting of any 
spell by an opponent. Disenchant may successfully tar- 
get Veil of Birds, but before Disenchant resolves and 
the enchantment would be destroyed, it ceases being 
an enchantment and becomes a creature instead. US 


Veiled Apparition Ench 1@ 
When one of your opponents successfully casts a spell, 
if Veiled Apparition is an enchantment, Veiled Apparition 
becomes a 3/3 creature with flying and “During your 
upkeep, pay ‘1’ or sacrifice Veiled Apparition” and 
that counts as an Illusion. «See Veil of Birds for related 
rulings. 

Veiled Crocodile Ench 6 
When a player has no cards in hand, if Veiled Crocodile is 
an enchantment, Veiled Crocodile becomes a 4/4 crea- 
ture that counts as a Crocodile. *Veiled Crocodile will 
“awaken” if any player's hand becomes empty even 
momentarily, such as while resolving Scroll Rack's 
ability if a player exchanges their entire hand. Veiled 
Crocodile does not become a creature, however, until 
the event that empties that player's hand resolves 
completely. 

Veiled Sentry Ench e 
When one of your opponents successfully casts a 
spell, if Veiled Sentry is an enchantment, Veiled Sentry 
becomes a creature with power and toughness each 
equal to the total casting cost of that spell and that 
counts as an Illusion. *See Veil of Birds for related 
rulings. - 
Veiled Serpent Ench 

When one of your opponents successfully casts a ber ‘ 
Veiled Serpent is an enchantment, Veiled Serpent becomes 
a 4/4 creature that cannot attack unless defending play- 
er controls an island and that counts as a Serpent. 


Cycling 2. ¢See Veil of Birds for related rulings. US 
Vigilant Drake SuDrake 3/3 4@ 
Flying. 2 @': Untap Vigilant Drake. UL 
Vodalian Soldiers su Merfolk 1/2 16 

5E 
Volrath’s Curse EC 16 


Enchanted creature cannot attack, block, or play any 
ability requiring an ‘activation cost. That creature’s con- 
troller may sacrifice a permanent to ignore this ability 
until end of turn. ‘1° @): Return Volrath’s Curse to 
owner's hand. 

Volrath’s Shapeshifter Su Shapeshifter 0/1 te 
As long as the top card of your graveyard is a creature 
card, Volrath’s Shapeshifter is a copy of that card with 
this ability and the ability “2: Choose and discard a 
card” added to it. Any undefined characteristics are not 
copied, 2': Choose and discard a card SH 
Walking Dream — Sulllusion 3/3 36 
Walking Dream is unblockable. Walking Dream does not 
untap during your untap phase if any opponent controls 
two or more creatures, SH 


Walking Sponge Su Sponge 1/1 1¢ 
©: Target creature loses flying, first strike, or trample 
until end of turn. * Walking Sponge can remove only one 
ability. If the target has any combination of flying, first 
strike, and trample, Walking Sponge’s controller choos- 


es which one of these abilities the target loses. = UL 
Wall of Air SuWall 15 106 
Flying. 5E 
Wall of Tears Su Wall 0/4 Le 


If Wall of Tears blocks any creatures, return each of 
those creatures to owner's hand at end of combat. SH 


Wayward Soul Su Spirt 3/2 26@ 
Flying. “@): Put Wayward Soul on top of owner's library. 
EX 


Weatherseed Faeries Su Faeries 
Flying, protection from red. 


Whim of Volrath Inst ¢ 
Buyback 2. Change the text of target permanent by 
replacing all instances of one color word or basic land 
type with another until end of turn. «See Magical Hack 
for related rulings. TE 


a 26 


UL 


ee Frog SuFrog 1/3 26 
: Whiptongue Frog gains flying until end of tum. EX 
Whispers of the Muse Inst ¢ 
Buyback ‘5°. Draw a card. TE 
Wind Dancer SuFarie 1/1 1¢ 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost 


Flying. : Target creature gains flying until end of turn. 
TE 


Wind Drake Su Drake 2/2 26 
Flying. TE 
Wind Spirit Su Spirit 3/2 46 


Flying. Wind Spirit cannot be blocked by only one crea- 
ture. 5E 


Windfall Sore 26 
Each player discards his or her hand and draws cards 
equal to the greatest number a player discarded this 
way. ¢See Banned and Restricted. 


Winged Sliver Su Sliver 1/1 16 
All Slivers gain flying. TE 
Wizard Mentor  SuWizard 2/2 26 


©: Return Wizard Mentor and target creature you con- 
trol to owner's hand. US 


Zephid Sulllusion 3/4 466 
Flying. Zephid cannot be the target of spells or ar 


Zephid’s Embrace EC 266 
Enchanted creature gets +2/+2, gains flying, and can- 
not be the target of spells or abilities. US 


ag Falcon = SuFaleon 1/1 16 
Flying. Attacking does not cause Zephyr Falcon to tap. 5E 


Zur’s Weirdin Ench 3¢ 
Players play with their hands face up. Whenever any 
player draws a card, any other player may pay 2 life to 
force the drawing player to discard that card. ° This 
ability will trigger during each card-drawing event and 
will be played right after that event. This means that it 
often will be played in the middle of an effect's overall 


There Are Some Who Ca 


There are quite a few Magic: The Gai 
catchy nicknames, but none have perseve 
Prodigal Sorcerer's, As far back as Alpha, 
Prodigal Sorcerer as Tim,’ after Tim the En 
Monty Python and the Holy Grail 
has become synonymous with “<s; Deal 
to target creature or player.” Some oth 
Magic include Tim on a stick’ (Rod of 
whim’ (Hermetic Study), Tim on a ship’ | 
Tim who can swim’ (Rootwater Hunter, 


resolution, between separate events of that resolution. 
This is a forced discard, so Library of Leng and so 


forth apply. 5E 
Acidic Sliver Su Sliver 2/2 ee 


Each Sliver gains “2, Sacrifice this creature: This crea- 
ture deals 2.damage to target creature or player” © SH 


Crystalline Sliver Su Sliver 2/2 *¢ 
Slivers cannot be the target of spells or abilities, SH 


Dracopiasas Su Shapeshifter * 60 
Flying. When you play Dracoplasm, sacrifice any num- 
ber of creatures. Dracoplasm comes into play with 
power equal to the total power of the sacrificed crea- 
tures and toughness equal to the total toughness of 
i creatures. @: Dracoplasm gets +1/+0 until a 
of turn. 


Hibernation Sliver Su Sliver 2/2 6® 
Each Sliver gains “2° Pay 2 life: Return this creature to 
owner's hand.’ SH 


Loboto Sor 262 
Look at target player's hand and choose any of those 
cards other than a basic land. Search that player's 
graveyard, hand, and library for all copies of the chosen 
card and remove them from the game. That player 
shuffles his or her library afterwards. 
Ranger en-Vec Su Soldier 2/2 «ahaa 
First strike. @: Regenerate Ranger en-Vec. TE 
Segmented Wurm SuWum 55 3@@ 
Whenever Segmented Wurm is the target of a spell or 
ability, put a -1/-1 counter on it. TE 
Dark Ange! SuLegend 3/3 3%*® 
Flying. Selenia, Dark Angel counts as an Angel. Pay 3 
shy Return Selenia to owner's hand. 

«ag al Su Spirit 2/2 4 zi ; 
oh rst strike. TE 
Sliver Queen —- SuLegend 7/7 ¥e@O@ 
Sliver Queen counts as a Sliver. 2: Put a Sliver token 
into play. Treat this token as a 1/1 colorless creature.SH 
Sellar’ Guerrillas Su Soldiers 3/2 2@% 
Shadow. If Soltari Guerrillas assigns combat damage to 


any opponent, you may redirect that damage to target 
creature, TE 
SH - Stronghold US - Urza’s Saga 


EX - Exodus 


UL - Urza’s Legacy 


Title P/T 
Spined Sliver Su Sliver 2/2 Om 
If any Sliver is blocked, it gets +1/+1 until end of turn 

for each creature blocking it. SH 


Type 


Inst 1fe 
Sacrifice a creature: Spontaneous Combustion deals 3 
damage to each creature. TE 
Vhati #-Dal SuLegend 3/3 2&@ 
©: Target creature's power or toughness is 1 until end 
of turn. TE 


Victual Stiver Su Sliver 2/2 @% 
Each Sliver gains “ 2, Sacrifice this creature: 

Gain 4 life” 

Wood Sage Su Druid = 1/1 me 
: Name a creature card. Reveal the top four cards of 
your library to all players. If any of those cards are the 
named card, put them into your hand, Put the rest into 
your graveyard. TE 


Abundance Ench 288 
Instead of drawing a card, you may choose land or non- 
land and reveal cards from your library until you reveal 
a card of the chosen kind, Put that card into your hand 
and put all other revealed cards on the bottom of your 
library in any order. U 


Acridian Su Insect 2/4 1@ 
Echo. US 
Albino Troll Su Troll 3/3 1@ 
Echo. 1: Regenerate Albino Troll. US 


: Prodigal So SI damage 
deal. 
to target creature or ple . 
F Occas 
| egzionaly monte Of the Instinuse 
Tp lease % RTE @ taste > for 
trouble finding enplomene 


Aluren Ench 2a@ 
Any player may play a creature card with total casting 
cost 3 or less whenever he or she could play an instant 
and without paying its casting cost. TE 
Anaconda Su Snake 32 
Swampwalk. US 
An-Hawa ConstableSu Constable 2/1+* 1 
An-Hawa Constable has toughness equal to 1 plus the 
number of green creatures in play. 5E 
Apes of Rath SuApes 5/4 2m 
If Apes of Rath attacks, it does not untap during your 
next untap phase. TE 
Argothian Elder Su Elf 
&: Untap two target lands. US 
Argothian Enchantress Su Enchntrss 0/1 1% 
Argothian Enchantress cannot be the target of spells or 
abilities. Whenever you successfully cast an enchant- 
ment spell, draw a card. U 


3/3 


22 B® 


Argothian Swine SuBoars 3/3 38 
Trample. US 
Argothian Wurm = SuWurm = 6/6 3@ 


Trample. When Argothian Wurm comes into play, any 
player may sacrifice a land to put Argothian Wurm on 
top of owner's library. US 
Aspect of Wolf EC 1®@ 
Enchanted creature gets +*/+*, where * is equal to half 
the number of forests you control, rounded down for power 
and up for toughness. *Note that the “you” in the card text 
refers to the controller of the enchantment, who isn’t nec- 
essarily the controller of the enchanted creature, 5E 


Aurochs Su Aurochs 2/3 3a 
Trample. If Aurochs attacks, it gets +1/+0 until end of 

tum for each other Aurochs that is attacking. 5E 
¢ Avenging Druid SuDnid 1/3 2@ 


If Avenging Druid damages any opponent, you may 
reveal cards from your library until you reveal a land 
card. Put that land into play and put all other revealed 
cards into your graveyard. EX 
Awakenin Ench 2@@ 
At the beginning of each player's upkeep, untap all 


creatures and lands. SH 
Bayou Dragonfly Suinsect 1/1 12 
Flying, swampwalk. TE 
Bequeathal EC 2 


Cost : 


Title Type. P/T Cost 


Hfenchanted creature is put into a graveyard, draw two cards.EX 
Birds of ParadiseSu Mana Birds 0/1 e 
Flying. @: Add one mana of any color to your mana 
pool. Play this ability as a mana source. E 
Blanchwood Armor —EC 


20 
Enchanted creature gets +X/+X, where X is the number 
of forests you control. US 


Blanchwood TreefolkSu Treefolk 4/5 4@ 

US 
Bloated Toad SuToad 2/2 20 
Protection from blue. UL 
Broken Fall Ench 28 
Return Broken Fall to owner's hand: Regenerate target 
creature, TE 
Bull Hippo Su Hippo 3/3 3@ 
Islandwalk. US 
Burgeoning Ench 


Whenever any opponent plays a land, you may choose a 
land card from your hand and put it into play. SH 
Canopy Spider — SuSpider 1/3 1@ 
Canopy Spider can block creatures with flying. TE 
Carapace EC 

Enchanted creature gets +0/+2, Sacrifice Carapace: 
Regenerate enchanted creature. 
Carnassid Su Beast 
Trample. 1): Regenerate Carnassid. 
Carpet of Flowers —Ench 2 
During your main phase, you may add up to X mana of 


4 4e@ 
SH 


one color to your mana pool, where X is the number of 
islands target opponent controls. US 
Cartographer Su Townsfok 2/2 2@ 
When Cartographer comes into play, you may return tar- 
get land card from your graveyard to your hand. EX 
Cat Warriors Su Cat Warriors 2/2 Pm 
Forestwalk. 5E 
Cave Tiger SuCat 22 2 
Whenever a creature blocks it, Cave Tiger gets +1/+1 
until end of turn. US 
Charging Rhino = SuRhinn 4/4 3@@ 
Charging Rhino cannot be blocked by more than one 
creature. TE 


Child of Gaea SuElemental 7/7 3@@@ 


{| Trample. During your upkeep, pay 4 or sacrifice 
(| Child of Gaea. 1 @: Regenerate Child of Gaea. = -US 


Choke Ench 22 
Islands do not untap during their controllers’ untap 
phases. 

Chub Toad SuToad 1/1 28 
lf Chub Toad blocks or is blocked, it gets +2/+2 until 
end of turn. 5E 


Citanul Centaurs Su Centaurs 6/3 3 
Echo. Citanul Centaurs cannot be the target of spells or 
abilities. US 
Citanul Hierophants Su Druids 3/2 3a 
Each creature you control gains “>: Add @ to your 
mana pool. Play this ability as a mana source’ US 


Cockatrice Su Cockatrice 2/4 3m 
Flying. If Cockatrice blocks or is blocked by any non-Wall 
creature, destroy that creature at end of combat. * You 
can play triggered abilities even if the source leaves play 
after the ability triggers but before it resolves. So killing 
the Cockatrice once its ability has triggered won't save a 
creature scheduled to be destroyed. Regenerating a 
creature doesn’t cancel abilities that are scheduled to 
apply to it, so a creature that regenerates from combat 
damage would still be destroyed, though it could regener- 
ate again. ° This ability isn’t targeted, so abilities such as 
protection from green don’t prevent the effect. 5E 
Constant Mists Inst 1@ 
Buyback-Sacrifice a land. Creatures deal no combat 
damage this turn. $ 
Cradle Guard 
Trample, echo. 
Crashing Boars  SuBoas 4/44 3@@ 
If Crashing Boars attacks, defending player chooses an 
untapped creature he or she controls, That creature 
blocks Crashing Boars this turn if able. EX 


Su Treefolk 4/4 
US 


Craw Giant Su Giant 6/4 3@aee 
Trample, rampage: 2. 5E 
Craw Wurm SuWurm 6/4 @ ad 
5 
Crazed Armadon Su Elephant 3/3 2@@ 


®: Crazed Armadon gets +3/+0 and gains trample 
until end of turn. At end of turn, destroy Crazed 
Armadon. Use this ability only once each turn. TE 
Crop Rotation Inst 

At the time you play Crop Rotation, sacrifice a land. 
Search your library for a land card and put that land 
into play. Shuffle your library afterward. UL 
Crossbow Ambush Inst ® 
All creatures you control can block creatures with ia 
until end of turn. SH 
Crosswinds Ench 
All creatures with flying get -2/-0. 


1@ 
US 


© 


tat) 


Title Type P/T 
Crumble 2 
Destroy target artifact. That pen controller gains an 


amount of life equal to its total casting cost. Creatures 


destroyed this way cannot regenerate this tum. bE 
Darkwatch Elves SuElves 2/2 22 
Protection from black. UL 
Defense of the Heart Ench 3@ 


During your upkeep, if one of your opponents controls 
three or more creatures, sacrifice Defense of the 
Heart, search your library for up to two creature cards, 
and put those creatures into play. Shuffle your library 
afterward, U 
Deranged Hermit Suef 11 3@@ 
Echo. When Deranged Hermit comes into play, put 
four Squirrel tokens into play. Treat these tokens as 


1/1 green creatures. All Squirrels get +1/+1. UL 
Desert Twister Sore 4@@ 
Destroy target permanent. 5E 


Dirtcowl Wurm = SuWurm 3/4 4 
Whenever any opponent plays a land, put a +1/+1 
counter on Dirtcow! Wurm. 


Durkwood Boars SuBoars 4/4 4® 
5E 
Earthcraft Ench 1® 


Tap an untapped creature you control: Untap target 
basic land. «See Banned and Restricted. TE 
Eladamri, Lord of Leaves Su Legend 2/2 «a 
All Elves gain forestwalk. Elves cannot be the target of 
spells or abilities, TE 
Eladamri’s Vineyard — Ench ® 
At the beginning of each player's main phase, add 
#®® to that player's mana pool. TE 


Elder Druid Su Cleric 2/2 3@ 
3, > Tap or untap target artifact, creature, or land.5E 
Elven Palisade Ench tJ 


Sacrifice a forest: Target attacking creature gets 

-3/-0 until end of turn. 

Elven Riders Su Riders 3/3 3 
Elven Riders cannot be blocked except by Walls or 
creatures with flying. 


Elven Rite Sore 1@ 
Put two +1/+1 counters, distributed any way you 
choose, on any number of target creatures. SH 


Elven Warhounds Su Hounds 2/2 38 
If Elven Warhounds is blocked by any creature, put that 
creature on top of owner’s library. TE 


Elvish Archers SuElves 2/1 1®@ 
First strike. 5E 
Elvish Berserker SuElf 1/4 * 


For each creature that blocks it, Elvish Berserker gets 
+1/+1 until end of turn. EX 
Elvish Fury Inst 2 
Buyback 4. Target creature gets 2 until end of turn.TE 
Elvish Herder SuElf 1 2 
®: Target creature gains trample until end of tum. US 
Elvish Lyrist Sue 11 ® 
®, G, Sacrifice Elvish Lyrist: Destroy target 
enchantment. US 
Endangered Armodonsu Elephant 4/5 2a 
If you control any creature with toughness 2 or less, 
sacrifice Endangered Armodon. S| 
Endless Wurm SuWum 99 3 
Trample. During your upkeep, sacrifice an enchantment 
or sacrifice Endless Wurm. US 
Exploration Ench ® 
You may play an additional land each turn. US 
Fecundity Ench 26 
Whenever a creature is put into a graveyard from play, 
that creature's controller may draw a card. $ 
Fertile Ground EL 1® 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional one mana of any color. 

Flailing Drake Su Drake 2/3 3 
Flying. If Flailing Drake blocks or is blocked by any 
creature, that creature gets +1/+1 until end of turn. TE 


Fo Inst 2 
Creatures deal no combat damage this turn. 5E 
Force of Nature su Force 8/8 2@e@m@ 


Trample. During your upkeep, pay 4444 or Force of 
Nature deals 8 damage to you. * You aren't required to 
pay this upkeep cost. If you decline to do so, the result- 
ing damage can be prevented or redirected normally. 5E 
Fortitude EC 1@ 
When Fortitude is put into a graveyard from play, return 
Fortitude to owner's hand. Sacrifice a forest: 
Regenerate enchanted creature. US 
Foxtire Inst 26 
Untap target attacking creature. That creature neither 
deals nor receives combat damage this turn. Draw a 
card at the beginning of the next turn. 5E 
Frog Tongue EC tJ 
When Frog Tongue comes into play, draw a card. 
Enchanted creature can block creatures with flying. TE 


Fugitive Druid Su Druid 3/2 38 


Cost : 


ACLE PLAYER’S GUIDE 


Title Type P/T 
Whenever any player successfully casts an enchantment 


spell that targets Fugitive Druid, draw a card. TE 
Fungusaur Su Fungusaur 2/2 38 
At the end of any turn in which Fungusaur was dam- 
aged, put a +1/+1 counter on it. °/f Fungusaur suf- 
fers damage and then regenerates, it still gets its 
counter, as it was damaged but not put into any 
graveyard. 
Fyndhorn Elder SuElf 1/1 22 
©: Add 4 to your mana pool. Play this ability as a 
mana source. 5E 
Gaea’s Bounty Sore 29 
Search your library for up to two forest cards, reveal 
them, and put them into your hand. Shuffle your library 
US 


afterward. 

Gaea’s Embrace EC 208 
Enchanted creature gets +3/+3 and gains trample. @: 
Regenerate enchanted creature. US 
Gang of Elk Su Beasts 5/4 
Whenever a creature blocks it, Gang of Elk gets 
+2/+2 until end of turn. 

Ghazban Ogre Su Ogre 2/2 ® 
During your upkeep, if a player has more life than any 
other, he or she gains control of Ghazban Ogre. * This 
ability is played as an instant, doesn’t count life totals 
until it resolves, and overrides previous control effects. 
*/f there's a tie for highest life total when the effect 


5® 


resolves, the Ogre’s controller doesn’t change. 5E 
Giant Growth Inst ® 
Target creature gets +3/+3 until end of turn. 5E 
Giant Spider Su Spider 2/4 3@ 
Giant Spider can block creatures with flying. 5E 
Gorilla Warrior SuApe 3/2 2° 

US 
Greater Good Ench 228 


Sacrifice a creature: Draw cards equal to the sacrificed crea- 
ture’s power, then choose and discard three cards. US 
Greener Pastures —_Ench 2@ 
During each player's upkeep, if that player controls 
more lands than any other, the player puts a Saproling 
token into play under his or her control. Treat this token 
as a 1/1 green creature. US 
Grizzly Bears Su Bears 2/2 18 
5E 
Harmonic Convergence Inst 2@ 
Return all enchantments to top of owners’ libraries. UL 
Harrow Inst 28 
Sacrifice a land: Search your library for up to two basic 
land cards and put those lands into play. Shuffle your 
library afterwards. TE 
Hawkeater Moth su insect 1/2 3@ 
Flying. Hawkeater Moth cannot be the target of spells 
or abilities. US 
Heartwood Dryad Su Dryad 2/1 1@ 
Heartwood Dryad can block creatures with shadow. TE 
Heartwood Giant SuGiant 4/4 3e@ 
©, Sacrifice a forest: Heartwood Giant deals 2 damage 
to target player. TE 


Heartwood Treefolk Su Treefok 3/4 2@ 
Forestwalk. TE 
Hermit Druid Su Druid = 1/1 1” 


®, &: Reveal cards from the top of your library until 
you reveal a basic land card. Put that card into your 
hand and put all other revealed cards into your grave- 
yard. SH 


Hidden Ancients Ench 1® 
When one of your opponents successfully casts an 
enchantment spell, if Hidden Ancients is an enchant- 
ment, Hidden Ancients becomes a 5/5 creature that 
counts as a Treefolk. US 


Hidden Gibbons Ench 

When one ot your opponents successfully casts an 
instant or interrupt spell, if Hidden Gibbons is an 
enchantment, Hidden Gibbons becomes a 4/4 creature 
that counts as an Ape. UL 


Hidden Guerrillas} Ench 

When one of your opponents successfully casts an arti- 
fact spell, if Hidden Guerrillas is an enchantment, 
Hidden Guerrillas becomes a 5/3 creature with trample 
and that counts as a Soldier. US 


Hidden Herd Ench 

When one of your opponents plays a nonbasic land, if 
Hidden Herd is an enchantment, Hidden Herd becomes 
a 3/3 creature that counts as a Beast. US 


Hidden Predators —Ench a 
When one of your opponents controls a creature with 
power 4 or greater, if Hidden Predators is an enchant- 
ment, Hidden Predators becomes a 4/4 creature that 
counts as a Beast. US 


Hidden Spider Ench 2 
When one of your opponents successfully casts a crea- 
ture with flying, if Hidden Spider is an enchantment, 
Hidden Spider becomes a 3/5 creature that can block 
creatures with flying and that counts as a Spider. 


Hidden Stag Ench 


1® 
Whenever one of your opponents plays a land, if Hidden 


US 


AC - Artifact Creature 
Art - Artifact 


Cost : 


Title Type P/T 
Stag is an enchantment, Hidden Stag becomes a 3/2 
creature that counts as a Beast. Whenever you play a 
land, if Hidden Stag is a creature, Hidden Stag becomes 
an enchantment. US 


Horned Sliver Su Sliver 2/2 22 
All Slivers gain trample. TE 
Hungry Mist Su Mist 6/2 2¢@ 


During your upkeep, pay #4 or bury Hungry Mist. 5E 
Hurricane Sorc x®@ 
Hurricane deals X damage to each creature with flying 

and each player. 5E 


Hush Sore 38 
Destroy all enchantments. Cycling 2. US 
Instill Energy EC a 


Enchanted creature is unaffected by summoning sickness. 
0: Untap enchanted creature. Use this ability only during 
your tum and only once each turn. */nstil! Energy's ability 
is played as an instant, not as an interrupt, so it can’t be 
used during the casting of a spell or ability. Untapping the 
enchanted creature is an ability of the enchantment, not 
an ability granted to the creature, so it's the controller of 
the enchantment who plays the ability 5E 


Ironroot Treefolk Su Treefolk 3/5 4 ° 
5 
Jackalope Herd Su Beasts 4/5 38 
If you play any spell, return Jackalope Herd to owner's 
hand. EX 
Johtull Wurm Su Wurm 6/6 5@ 


For each creature assigned to block it beyond the first, 
Johtull Wurm gets -2/-1 until end of turn. 
Keeper of the BeastsSu Wizard 1/2 
®, ©: Put a Beast token into play. Treat this token as 
a 2/2 green creature. Play this ability only if target 
opponent controls more creatures than you. EX 
Killer Bees SuBees O/1 1e® 
Flying. #: Killer Bees gets +1/+1 until end of turn. 5E 
Krakilin Su Beast 0/0 x@@ 
Krakilin comes into play with X +1/+1 counters on it. 

1 @: Regenerate Krakilin. TE 


Ley Druid Su Cleric 1/1 22 
&: Untap target land. 5E 
Lhurgoyf Su Lhurgoyf */1+* 2am 


Lhurgoyf has power equal to the number of creature 
cards in all graveyards and toughness equal to 1 plus 
the number of creature cards in all graveyards. 5E 
Lifeforce Ench OE 
®®: Counter target black spell. Play this ability as an 
interrupt. 5E 
Living Artifact EA ® 
For each 1 damage dealt to you, put a vitality counter on 
Living Artifact. Remove a vitality counter from Living 
Artifact: Gain 1 life. Use this ability only during your 
upkeep and only once each tum. ° 7he counters are placed 
on the enchantment, not on the artifact. Therefore, multi- 
ple copies of Living Artifact don't share counters, though 
each copy will get the full number of counters whenever 
you're damaged. «Remember that enchantments moved 
around by Enchantment Alteration and such are treated as 
being just played, so a Living Artifact that’s moved in iy 
way loses its counters. 
Living Lands Ench 3 : 
All forests are 1/1 creatures. (These creatures still count 
as lands.) «Note that animating the forests doesn’t change 
their color. ¢ Living Land's ability affects all forests, regard- 
less of who controls them and regardless of whether 7 
also count as another land type. 
Llanowar Elves = SuEes_ 1/1 a 
&: Add ® to your mana pool. Play this ability as a 
mana source. 5E 
Lone Wolf Su Wolf 2/2 2@ 
You may have Lone Wolf deal combat damage to defend- 
ing player instead of to creatures blocking it. ° You must 
choose to assign damage to either the creatures blocking 
Lone Wolf or the opponent, but not both. If you choose 
the creatures, you're still free to divide the damage 
among the different blockers as usual. 
Lowland Basilisk Su Basilisk 1/3 
Whenever Lowland Basilisk damages any creature, 
destroy that creature at end of combat. 
Lull Inst 1@ 
Creatures deal no combat damage this tum. Cycling bs US 
ure EC 1a® 
All creatures able to block enchanted creature do so. 
° The defending player isn’t required to make it legal for 
a defending creature to block an attacker enchanted 
with Lure. For example, if the attacker has flying, the 
defending player isn’t required to power up his or her 
Telethopter so that it can block. 5E 
Manabond Ench 
During your discard phase, you may choose to put all 
land cards from’ your hand into play. If you do, discard 
the rest of your hand. E 
Marsh Viper Su Viper 1/2 38 
If Marsh Viper damages any player, he or she gets two 
poison counters. If any player has ten or more poison 
counters, he or she loses the game. 5E 


22 


MS - Mana Source 
Su-Summon — 


Cost : 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
Midsummer Revel —_Ench 3@® 
During your upkeep, you may put a verse counter on 
Midsummer Revel. #, Sacrifice Midsummer Revel: Put 
X Beast tokens into play, where X is the number of 
verse counters on Midsummer Revel. Treat these bal 


as 3/3 green creatures. 


Might of Oaks Inst er 
Target creature gets +7/+7 until end of turn. UL 
Mirri, Cat Warrior Su Legend 2/3 1® 


Mirri, Cat Warrior counts as a Cat Warrior. First strike; 
forestwalk. Attacking does not cause Mirri to tap. © EX 
Mirri’s Guile Ench 

During your upkeep, you may look at the top three cards 
of your library and put them back in any order. 
Mongrel Pack = SuHounds 4/1 ae 
If Mongrel Pack is put into any graveyard from play 
during combat, put four Hound tokens into play. Treat 
these tokens as 1/1 green creatures. TE 
Mulch Sore 1® 
Reveal the top four cards of your ibrary to all players. 
Put any of those cards that are lands into your hand 
and the rest into your graveyard. SH 
Multani, Maro-Sorcerer Su Legend 4a 
Multani, Maro-Sorcerer has power and toughness each 
equal to the total number of cards in all players’ hands. 
Multani cannot be the target of spells or abilities. UL 
Multani’s Acolyte Suef 21 @@ 
Echo. When Multani’s Acolyte comes into play, draw a 
card. UL 
Multani’s Presence —Ench 

Whenever a spell you play is countered, draw a card, UL 


+m 


Muscle Sliver Su Sliver 1/1 1® 
All Slivers get +1/+1. TE 
Natural Spring Sore 3 -—- 
Target player gains 8 life. 

Nature’s Lore Sore i ‘ 


Search your library for a forest card and put that card 
into play. Shuffle your library afterwards. *Mature’s Lore 
isn’t restricted to basic forests. You can search for and 
play any land that counts as a forest. 

Nature’s Revolt Ench 3a8 
All lands are 2/2 creatures. (These creatures still count 
as lands.) TE 
Needle Storm Sore 2. 
Needle Storm deals 4 damage to each creature with flying. TE 
Nurturing Licid Su Licid 1/1 re 
@®, ©: Nurturing Licid loses all abilities and becomes a 
creature enchantment that reads “#®: Regenerate 
enchanted creature” instead of any other type of perma- 
nent. Move Nurturing Licid onto target creature, You may 
pay # to end this effect. «See Transmogniying Licid - 
related rulings. 

Oath of Druids Ench = 
During each player’s upkeep, if that player controls neo 
creatures than target opponent, the player may reveal 
cards from his or her library until he or she reveals a 
creature card. The player puts that creature into play 
under his or her control and all other revealed cards into 
his or her graveyard. EX 
Overgrowth EL 20 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional 4. s 
Overrun Sore 2008 
All creatures you control get +3/+3 and gain trample 
until end of turn. TE 
Pincher Beetles Su tnsects 3/1 2. 
Pincher Beetles cannot be the target of spells or abilities. TE 
Plated Rootwalla Su Lizard 3/3 ae 
2@: Plated Rootwalla gets +3/+3 until end of turn. 
Play this ability only once each turn. EX 


Pouncing Jaguar  SuCat 2/2 ® 
Echo. US 
Pradesh Gypsies Su Gypsies 1/1 28 


1, : Target creature gets -2/-0 until end of tun.5E 
Predatory Hunger EC g 
Whenever any opponent successfully casts a creature 
spell, put a +1/+1 counter on enchanted creature. EX 
Priest of Titania SuElf 1/1 re 
>: Add @ to your mana pool for each Elf in play. A 
this ability as a mana source. 

Primal Order Ench 2 6 
During each player's upkeep, Primal Order deals to that 
player an amount of damage equal to the number of 
nonbasic lands he or she controls. 5 


Primal Rage Ench De 
All creatures you control gain trample. SH 
Provoke Inst 1@ 


Untap target creature you do not control. That creature 
blocks this turn if able. Draw a card. SH 
Pygmy Troll Su Troll 1/1 1 
For each creature that blocks it, Pygmy Troll gets +1/+1 
until end of turn. @: Regenerate Pygmy Troll. EX 
Rabid Wolverinessu Wolverines 4/4 3a 
For each creature that blocks it, Rabid Wolverines gets 
+1/+1 until end of turn. EX 


Sor - Sorcery 


Title 


Rabid Wombat SuWombat 0/1 200 
Attacking does not cause Rabid Wombat to tap. Rabid Wombat 


Type P/T 


gets +2/+2 for each creature enchantment on it. 5E 
Radjan Spirit Su Spirit 3/2 3@ 
©: Target creature loses flying until end of tun.  5E 


Rampant Growth Sore 1®@ 
Search your library for a basic land card and put that land 
into play, tapped. Shuffle your library afterwards. TE 


Rancor EC 

Enchanted creature gains +2/+0 and trample. When 
Rancor is put into a graveyard from play, return 
Rancor to owner's hand. 

Reality Anchor Inst 1®@ 
Target creature loses shadow until end of turn. Draw a 
card, TE 
Reap Inst 1® 
Pa any number of target cards ‘i your graveyard to 
your hand. You cannot choose more cards than the number 
of black permanents target opponent controls. 

Reclaim Inst 

Put target card from your graveyard on top of your 
library. 

Recycle Ench 4Q@ 
Skip your draw phase. Whenever you play a card, draw 
a card. During your discard phase, choose and discard 


all but two cards. TE 
Regeneration EC 1@ 
#@: Regenerate enchanted creature. 5E 
Rejuvenate Sore 3@ 
Gain 6 life. Cycling 2. US 
Repopulate Inst 1® 


Shuffle all creature cards from target player’s grave- 
yard into that player's library. i 2. U 
Respite Ins 1® 
pee deal no combat damage his turn. Gain 1 life 
for each attacking creature. TE 
Resuscitate Inst 

Until end of turn, each creature you control gains “ i: 
Regenerate this creature.’ E 
Retaliation Ench 2@ 
Each creature you control gains “Whenever a creature 
blocks it, this creature gets +1/+1 until end of turn” US 


Rootbreaker Wurm SuWurm 6/6 S@@ 
Trample. TE 
Rootwalla Su Lizard 2/2 28 


1-@: Rootwalla gets +2/+2 until end of turn. Use this 


ability only once each turn. TE 
Rootwater Alligator Su Alligator 3/2 38 
Sacrifice a forest: Regenerate Rootwater Alligator. EX 
Root Maze Ench 2 
All artifacts and lands come into play tapped. TE 
Scaled Wurm Su Wurm 7/6 7®@ 

5E 
Scavenger Folksu Scavenger Folk 1/1 Ey 


®, ©, Sacrifice Scavenger Folk: Destroy target artifact'5E 


Scragnoth Su Beast 3/4 4@ 
Protection from blue. While Scragnoth is being cast, it 
cannot be countered. TE 


Scryb Sprites SuFaeries 1/1 2 
Flying. 5E 
Seeker of Skybreak suet 2/1 1® 
&: Untap target creature. TE 
Shanodin Dryads SuNymphs 1/1 ® 
Forestwalk. 5E 
Shrink Inst 2 
Target creature gets -5/-0 until end of turn. 5E 
Silk Net Inst 


Target creature gets +1/+1 and can block creatures 
with flying until end of turn. 

Simian Grunts Su Apes 3/4 20 
Echo. You may play Simian Grunts any time you could 
play an instant. UL 


Skyshroud Archer  SuEif 1/1 
«>: Target creature with flying gets -1/-1 until end of tum.SH 
Skyshroud Elf SuElf 1/1 1® 


&: Add #® to your mana pool. Play this ability as a 
mana source, 1: Add @ or # to your mana pool. 
Play this ability as a mana source. TE 
Skyshroud Elite  SuEWes 1/1 e 
Skyshroud Elite gets +1/+2 as long as any opponent 
controls any nonbasic lands. EX 
Skyshroud Ranger Suéif 1/1 e 
: Choose a land card in your hand and put that land 
into play. Play this ability as a sorcery. TE 


Skyshroud Troll  SuGiant 3/3 2@@ 
1 ®: Regenerate Skyshroud Troll. TE 
Skyshroud Troopers Su Elves 3/3 38 


&: Add @ to your mana pool. Play this ability as a 
mana source. SH 


Skyshroud War Beastsu Beast 1 
Trample. Skyshroud War Beast has power and tough- 

ness each equal to the number of nonbasic lands target 
opponent controls. EX 


*/* 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost : 


Title Type P/T Cost 
Song of Serenity Ench 1@ 
Creatures with any enchantments on them cannot 


attack or block. 


Spike Breeder Su Spike 0/0 3a 
Spike Breeder comes into play with three +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Breeder: 
Put a +1/+1 counter on target creature. 2, Remove a 
+1/+1 counter from Spike Breeder: Put a Spike token 
into play. Treat this token as a 1/1 green creature. © SH 
Spike Colony Su Spike 0/0 4a 
Spike Colony comes into play with four +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Colony: 
Put a +1/+1 counter on target creature. H 


Spike Drone Su Spike 0/0 ® 
Spike Drone comes into play with one +1/+1 counter 
on it. 2, Remove a +1/+1 counter from Spike Drone: 
Put a-+1/-+1 counter on target creature. 


Spike Feeder Su Spike 0/0 2@@ 
Spike Feeder comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Feeder: 
Put a +1/+1 counter on target creature. Remove a +1/+1 
counter from Spike Feeder: Gain 2 life, SH 
Spike Hatcher Su Spike 
6@ 

Spike Hatcher comes into play with six +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Hatcher: 
Put a +1/+1 counter on target creature. 1, Remove a 
+1/+1 counter from Spike Hatcher: Regenerate Spike 
Hatcher. EX 
Spike Rogue 
1@e 

Spike Rogue comes into play with two +1/+1 
counters on it. 2, Remove a +1/+1 counter from 
Spike Rogue: Put a +1/+1 counter on target crea- 
ture. 2, Remove a +1/+1 counter from any crea- 
ture you control: Put a +1/+1 counter on Spike 
Rogue. 


Spike Soldier Su Spike 0/0 2@ 
Spike Soldier comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Soldier: Put a +1/+1 counter on target creature. 
Remove a +1/+1 counter from Spike Soldier: Spike 
Soldier gets +2/+2 until end of turn. 


Spike Weaver SuSpike 0/0 2a@ 
Spike Weaver comes into play with three +1/+1 coun- 
ters on it. 2, Remove a +1/+1 counter from Spike 
Weaver: Put a +1/+1 counter on target creature. 1, 
Remove a +1/+1 counter from Spike Weaver: 
Creatures deal no combat damage this turn. EX 
Spike Worker Su Spike 0/0 2 
Spike Worker comes into play with two +1/+1 counters 
on it. 2, Remove a +1/+1 counter from Spike Worker: 
Put a +1/+1 counter on target creature. SH 


Spined Wurm SuWurm 5/4 4 4 


0/0 


Su Spike 0/0 


Sporogenesis Ench 38 
During your upkeep, you may put a fungus counter 
on target nontoken creature. Whenever a creature 
with a fungus counter on it is put into a graveyard, 
put a Saproling token into play for each of those 
fungus counters. Treat these tokens as 1/1 green crea- 
tures. When Sporogenesis leaves play, remove all fun- 
gus counters from all creatures. US 
Spreading Algae EL 

Play Spreading Algae only on a swamp. When enchant- 
ed land becomes tapped, destroy that land. When 
Spreading Algae is put into a graveyard from play, 
return Spreading Algae to owner's hand. US 
Stampede Inst 1@@ 
All attacking creatures get +1/+0 and gain mane until 


end of turn, 5E 
Storm Front Ench 2 
@@: Tap target creature with flying. TE 
Stream of Life Sore x® 
Target player gains X life. 5E 
Survival of the Fittest Ench 1@ 


®, Choose and discard a creature card: Search your 
library for a creature card, reveal that card to all play- 
ers, and put it into your hand. Shuffle your library 
afterwards. 


Sylvan Library Ench 1@ 
0: Draw two cards, then choose any two cards in your 
hand drawn this turn. For each of those cards, pay 4 life 
or put that card back on top of your library. Use this abili- 
ty only during your draw phase and only once each tum. 
«Sylvan Library does not modify your normal draw for the 
tum. Each Sylvan Library has an ability that enables you 
to draw two cards, then put two drawn cards back and/or 
pay life. Each such ability is played separately. If two 
Libraries are used in succession, the first effect to resolve 
does so fully before the next one resolves. In other words, 
you would draw two cards, put two cards back, then draw 
those two cards again. *Abilities that trigger when a card is 
drawn will be played after the cards are drawn but before 
you choose cards to keep or put back. You pay life only if 
you choose a card in your hand and decide to keep it, not 
directly as a penalty for not putting cards back, so if some- 
thing removes the cards from your hand before you would 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 


Choose and dis. 
Sntap target a 


UL - Urza’s Legacy - 


Title Type P/T Cost 


choose them, you won't have to pay life to “keep” them. 5E 


Symbiosis Inst 1@ 
Two target creatures each get +2/+2 until end of i 


Tarpan SuTarpan 1/1 & 
If en is put into any graveyard from play, gain 1 


Tempting Licid SuLicid 2/2 28 
®, &: Tempting Licid loses all abilities and becomes a 
creature enchantment that reads “All creatures able to 
block enchanted creature do so” instead of a creature. 
Move Tempting Licid onto target creature. You may pay 
@ to end this effect. *See Transmogrifying Licid for 
related rulings. SH 


Thicket Basilisk Su Basilisk 2/4 3@@ 


If Thicket Basilisk blocks or is blocked by any non-Wall 


ard cand Ty 
rea T or a 


creature, destroy that crea- 
ture at end of combat. *See Cockatrice for related rul- 


ings. 5E 
Titania’s Boon Sorc 3@ 
Put a +1/+1 counter on each creature you control. US 
Titania’s Chosen Suef 1/1 2a 


Whenever a player successfully casts a green spell, put 
a +1/+1 counter on Titania's Chosen. US 
Titania’s Song Ench 38 
Each noncreature artifact loses its abilities and is an arti- 
fact creature with power and toughness each equal to its 
total casting cost. If Titania's Song leaves play, this effect 
continues until end of turn. * While Titania's Song is in 
play, none of the text in any artifact's text box has any 
effect on the game. Even upkeep costs are erased by the 
Song's effect. However, the text is still there, so you can 
still edit it with Mind Bend, for example. 5E 


Trained Armodon Su Elephant 3/3 oe 
Tranquility Sore 20 
Destroy all enchantments. 5E,TE 
Treefolk Mystic Su Treefolk 2/4 32 


Whenever a creature blocks or is blocked by Treefolk 

Mystic, destroy all enchantments on that creature. UL 
Treefolk Seedlings Su Treefolk  2/* 20 
Treefolk Seedlings has toughness equal to the number 

of forests you control. US 
Treetop Rangers SuEhes 2/2 20 
Treetop Rangers cannot be blocked except by creatures 
with flying. US 
Trumpeting Armodonsu Elephant 3/3 3a 
1 @: Target creature blocks Trumpeting Armodon this 
turn if able. TE 


Tsunami Sore 3@ 
Destroy all islands. 5E 
Untamed Wilds Sore 28 


Title Type P/T st 
Search your library for a basic land card and put that 


card into play. Shuffle your library afterwards, 5E 


Venom EC 12@ 
If enchanted creature blocks or is blocked by any non-Wall 
creature, destroy that creature at end of combat. *See 
Cockatrice for related rulings. °Venom’s ability triggers only 
when blockers are declared. For example, moving Venom 
around with Enchantment Alteration won't trigger its ability 
after blockers have been declared, nor will it cancel 
instances of its ability that have already triggered. 


Venomous Fangs EC 2@ 
Whenever enchanted creature successfully deals dam- 
age to a creature, destroy that creature, US 


Verdant Force SuElemental7/7 Soe 
During each player's upkeep, put a Saproling token into 
play. Treat this token as a 1/1 green creature. Each 
player plays the upkeep ability during his or her own 
turn, but Verdant Force's controller still controls the 
ability and therefore controls the Saproling token put 
into play. TE 
Verdant Touch Sore fl 
Buyback 3’. Target land becomes a 2/2 creature per- 
manently. SH 


5E 


Verdigris Inst 2@ 
Destroy target artifact. TE 
Verduran Enchantresssu Enchantress0/2 1. 


©: Draw a card. Use this ability only when you suc- 
cessfully cast an enchantment spell and only once for 
each such spell. Verduran Enchantress’s ability won't 
trigger on an enchantment being moved from one 
target to another: as far as the Enchantress is con- 
cerned, the enchantment is simply moving around, not 
being played again. 5E 
Vernal Bloom Ench 3 
Whenever a forest is tapped for mana, it produces an 
additional @. U 
Volrath’s Gardens Ench 1@ 
2, Tap a creature you control: Gain 2 life. Play this 
ability as a sorcery. $ 
Wall of Blossoms Su Wall 0/4 1 
When Wall of Blossoms comes into play, draw a card. SH 


Wall of Brambles Su Wall 2/3 2@ 
®: Regenerate. 5E 
Wanderlust EC 20 


During the upkeep of enchanted creature's controller, 
Wanderlust deals 1 damage to him or her. 5E 
War Dance Ench 
During your upkeep, you may put a verse counter on 
War Dance. Sacrifice War Dance: Target creature gets 
+X/+X until end of turn, where X is the number of 
verse counters on War Dance. 


War Mammoth Su Mammoth 3/3 38 
Trample. 5E 
Weatherseed Elf Suéif 11 ® 


®: Target creature gains forestwalk until end of turn. UL 


Weatherseed Treefolk Su Treefolk 5/3 2@@ 
Trample. When Weatherseed Treefolk is put into a 
graveyard from play, return Weatherseed Treefolk to 
owner's hand. U 


Whirling Dervish Su Dervish 1/1 Qe 
Protection from black. If Whirling Dervish damages any 
opponent, put a +1/+1 counter on it at end of turn. e/f 
Whirling Dervish damages an opponent, it will get a 
counter at end of turn, even if it's under the control of 
that player at that time. Also, it can get more than one 
counter during the same turn if it manages to damage 
a player on more than one occasion during that tum, 5E 


Whirlwind Sore 208 
Destroy all creatures with flying. US 
Wild Dogs Su Hounds 2/1 2 


During your upkeep, if a player has more life than any 
other, that player gains control of Wild Dogs. Cycling 2\US 
Wild Growth EL Ly 
Whenever enchanted land is tapped for mana, it pro- 
duces an additional #. * Wild Growth is simply trigger- 
ing when appropriate rather than modifying the land's 
abilities, So Contamination doesn’t override this ability, 
it doesn't allow a Reflecting Pool to produce #, and '. 
$0 On. 


Winding Wurm = SuWurm_ 6/6 4@ 
Echo. US 
Wing Snare Sorc 29 
Destroy target creature with flying. UL 


Winter Blast Sore * 
Tap X target creatures. Winter Blast deals 2 damage to 
each of those creatures with flying. * Winter Blast may 
target creatures that are already tapped. It will deal 2 
damage to each such creature that has flying. «Note that 
whether a creature has flying or not is checked when 
Winter Blast resolves, not when it's played. 5E 


Winter's Gras Sore lee 
Destroy target land. TE 
Wolverine Packsu Wolverine Pack 2/4 2@ 
Rampage: 2. 5E 
Wood Elves SuEWes 1/1 20 


When Wood Elves comes into play, search your library 


oe 


Title Type 
for a forest card and put that forest into play. Shuffle 
your library afterwards. EX 
Wyluli Wolf Su Wolf 1/1 1 
&: Target creature gets +1/+1 until end of turn. 5E 
Yavimaya Granger SuEl 2/2 20 
Echo. When Yavimaya Granger comes into play, you may 
search your library for a basic land card and put that 
land into play tapped. Shuffle your library afterward. UL 


Yavimaya Scion Su Treefolk 4/4 4@ 
Protection from artifacts UL 
Yavimaya Wurm = SuWurm 6/4 ade 
Trample. UL 
Adarkar Wastes Land 


©: Add one colorless mana to your mana pool, &: Add 
2 or “@) to your mana pool, Adarkar Wastes deals 1 
damage to you, *Al/ land abilities that produce mana are 
played as mana sources, even if the effect does some- 
thing else, such as damaging you. DE: 
Ancient Tomb Land 

©: Add two colorless mana to your mana pool. Ancient 
Tomb deals 2 damage to you. *See Adarkar Wastes for 
related rulings. TE 


Blasted Landscape —_ Land 

: Add one colorless mana to your mana pool. 
Cycling (2. 

Bottomless Vault Land 

Bottomless Vault comes into play tapped. You may 
choose not to untap Bottomless Vault during your 
untap phase and put a storage counter on it instead. 
&, Remove X storage counters from Bottomless Vault: 
Add an amount of equal to X to your mana pool. 

© This land gets a counter if it is tagped when you play 
the untap phase ability and you decline to untap it, even 
if an effect such as Winter Orb’s would have prevented it 
from untapping. Whether the land was untapped at the 
beginning of untap is unimportant. If you skip your untap 
phase, the land does not get a counter. ° Tapping a stor- 
age land to remove zero counters is still tapping it for 
mana, so effects like Mana Flare’s will trigger, producing 
mana as appropriate. Effects that simply tap a storage 
land won't drain it of its counters. Effects that force the 
land to produce mana, such as Power Sink’s, will cause 
all of its counters to be removed and the appropriate 
amount of mana to be produced. °A continuous effect 
such as Blood Moon's doesn’t convert lands until after 
they enter play. This land will enter play tapped and then 
become a mountain. «Changing a land into another type 
doesn’t remove any counters that are on the land. 
However, storage counters will be useless until the land 
reverts to normal, 5E 
Brushland Land 

®: Add one colorless mana to your mana pool. <: 4 or 
3 to your mana pool. Brushland deals 1 damage to you. 
See Adarkar Wastes for related rulings. 5E 


Caldera Lake Land 

Caldera Lake comes into play tapped. <: Add one col- 
orless mana to your mana pool. : Add ‘ or @ to 
your mana pool. Caldera Lake deals 1 damage to you. 
See Adarkar Wastes for related rulings. TE 


Cinder Marsh Land 

®: Add one colorless mana to your mana pool. «>: Add 
M or @ to your mana pool. Cinder Marsh does not 
untap during your next untap phase. 


City of Brass Land 

Whenever City of Brass becomes tapped, it deals 1 
damage to you. «: Add one mana of any color to your 
mana pool. Mote that City of Brass deals 1 damage to 
its controller if it becomes tapped for any reason, not 


just as a side effect of producing mana, 5E 
City of Traitors Land 
If you 


play a land, sacrifice City of Traitors. >: Add two 
colorless mana to your mana pool. EX 


Drifting Meadow Land 

Drifting Meadow comes into play tapped. : Add ss : 
your mana pool. Cycling ‘2. 

Dwarven Hold Land 

Dwarven Hold comes into play tapped. You may choose 
Not to untap Dwarven Hold during your untap phase and 
put a storage counter on it instead. ~, Remove X stor- 
age counters from Dwarven Hold: Add an amount of @ 
equal to X to your mana pool, «See Bottomless Vault for 
related rulings. 5E 
Dwarven Ruins Land 

Dwarven Ruins comes into play tapped. &: Add @& to 
your mana pool. , Sacrifice Dwarven Ruins: Add 


@@ to your mana pool. 5E 
Ebon Stronghold Land 
Ebon Stronghold comes into play tapped. «: Add 4 to 


your mana pool. &, Sacrifice Ebon Stronghold: Add 
© to your mana pool. 5E 
Faerie Conclave Land 

Faerie Conclave comes into play tapped. «: Add one 
blue mana to your mana pool, 1.'@': Faerie Conclave 


PIT 


ACLE PLAYER’S GUIDE 


Cost 


becomes a 2/1 blue creature with flying until end of 
turn. This creature still counts as a land. UL 


Forbidding Watchtower Land 

Forbidding Watchtower comes into play tapped. @: 
Add one white mana to your mana pool, 13%: 
Forbidding Watchtower becomes a 1/5 white creature 
until end of turn. This creature still counts as a land.UL 


Forest Land 
&: Add @ to your mana pool. 


Gaea’s Cradle LLand 
®: Add ® to your mana pool for each creature you 
control. US 


Ghitu Encampment — Land 

Ghitu Encampment comes into play tapped. «: Add one 
red mana to your mana pool, ‘1 @: Ghitu Encampment 
becomes a 2/1 red creature with first strike until end of 
turn. This creature still counts as a lahd. L 


Ghost Town Land 

: Add one colorless mana to your mana pool, 0: 
Return Ghost Town to owner's hand. Use this ability only 
during another player’s turn. TE 
Havenwood Battleground Land 

Havenwood Battleground comes into play tapped. @: 
Add # to your mana pool. , Sacrifice Havenwood 
Battleground: Add #4 to your mana pool. 5E 


Hollow Trees Land 

Hollow Trees comes into play tapped. You may choose 
not to untap Hollow Trees during your untap phase and 
put a storage counter on it instead. «, Remove X stor- 
age counters from Hollow Trees: Add an amount of # 
equal to X to your mana pool. See Bottomless Vault for 
related rulings. 5E 


Icatian Store Land 

Icatian Store comes into play tapped. You may choose 
not to untap Icatian Store during your untap phase and 
put a storage counter on it instead. «>, Remove X stor- 
age counters from Icatian Store: Add an amount of 
equal to X to your mana pool. See Bottomless Vault for 
related rulings. 5E 
Ice Floe Land 

You may choose not to untap Ice Floe during your untap 
phase. «: Tap target creature without flying that is 
attacking you. As long as'Ice Floe remains tapped, that 
creature does not untap during its controller's untap 
phase. 5E 
Island Land 
: Add ‘@ to your mana pool. 
Karplusan Forest Land 
«> Add one colorless mana to your mana pool. «>: Add 
@ or @ to your mana pool. Karplusan Forest deals 1 
damage to you. °See Adarkar Wastes for related rulings. 5E 
Maze of Shadows Land 

«>: Add one colorless mana to your mana pool. «$: Untap 
target attacking creature with shadow. That creature nei- 
ther deals nor receives combat damage this tum. TE 
Mogg Hollows Land 

©: Add one colorless mana to your mana pool. «: Add 
@ or ® to your mana pool. Mogg Hollows does not 
untap during your next untap phase. TE 


5E,TE,US 


5E,TEUS 


Mountain Land 
©: Add @ to your mana pool. 5E,TEUS 
Phyrexian Tower LLand 


«: Add one colorless mana to your mana pool. >, 
Sacrifice a creature: Add 44 to your mana pool, 
Pine Barrens Land 

Pine Barrens comes into play tapped. «>: Add one 
colorless mana to your mana pool. <>: Add 4 or # to 
your mana pool. Pine Barrens deals 1 damage to you. 


US 


See Adarkar Wastes for related rulings. TE 
Plains Land 
®: Add % to your mana pool. 5E,TEUS 


Polluted Mire Land 
Polluted Mire comes into play tapped. >: Add 4 to 
your mana pool, Cycling 2. US 


Reflecting Pool Land 
: Add to your mana pool one mana of any type that 
any land you control can produce, TE 
Remote Isle Land 

Remote Isle comes into play tapped. <>: Add '@ to 
your mana pool. Cycling ‘2. US 
Rootwater Depths — Land 

©: Add one colorless mana to your mana pool. @: Add 
‘@ or & to your mana pool. Rootwater Depths does 
not untap during your next untap phase. TE 


Ruins of Trokair Land 
Ruins of Trokair comes into play tapped. @: Add 2% to 
your mana pool. «», Sacrifice Ruins of Trokair: Add 

2% to your mana pool. 5E 
Salt Flats Land 
Salt Flats comes into play tapped. <>: Add one colorless 
mana to your mana pool. : Add a or 4 to your 

mana pool. Salt Flats deals 1 damage to you. *See 

Adarkar Wastes for related rulings. 
Sand Silos Land 
Sand Silos comes into play tapped. You may choose not 
to untap Sand Silos during your untap phase and put a 


AC - Artifact Creature 
Art - Artifact 


i Title 


Type 


storage counter on it instead. , Remove X storage 
counters from Sand Silos: Add an amount of @ equal 
to X to your mana pool. *See Bottomless Vault for relat- 
ed rulings. 5E 


Seabland Land 

Scabland comes into play tapped. <: Add one colorless 
mana to your mana pool. <: Add @ or 2% to your 
mana pool. Scabland deals 1 damage to you. *See 
Adarkar Wastes for related rulings. 


Serra’s Sanctum = —_LLand 
: Add % to your mana pool for each enchantment 
you control. US 


Shivan Gorge LLand 

: Add one colorless mana to your mana pool. '2'@, 
: Shivan Gorge deals 1 damage to each of your oppo- 
nents, US 


Skyshroud Forest Land 

Skyshroud Forest comes into play tapped. >: Add one 
colorless mana to your mana pool, >: Add # or ‘@) to 
your mana pool. Skyshroud Forest deals 1 damage to 


you. *See Adarkar Wastes for related rulings. TE 
Slippery Karst Land 
Slippery Ri 


rst comes into play tapped. <>: Add # to 
your mana pool. Cycling \2.. US 


Smoldering Crater Land 
Smoldering Crater comes into play tapped, : Add ‘, 
to your mana pool. Cycling 2°. 


Spawning Pool Land 

Spawning Pool comes into play tapped. «: Add one 
black mana to your mana pool. 1°: Spawning Pool 
becomes a 1/1 black creature with “#: Regenerate 
this creature” until end of turn. This creature still 
counts as a land.” 


Stalking Stones Land 

: Add one colorless mana to your mana pool. 6: 
Stalking Stones becomes a 3/3 artifact creature perma- 
nently. (This creature still counts as a land.) 


Sulfurous Springs Land 

«>: Add one colorless mana to your mana pool, «: Add 
® or @ to your mana pool. Sulfurous Springs deals 1 
damage to you. *See Adarkar Wastes for related rulings.5E 


Svyelunite Temple — Land 

Svyelunite Temple comes into play tapped. @: Add 
to your mana pool. &, Sacrifice Svyelunite Temple: Add 
‘@ @ to your mana pool. 5E 


Swamp Land 
&: Add & to your mana pool. 


Thalakos Lowlands — Land 

: Add one colorless mana to your mana pool. @: Add 
3% or @ to your mana pool. Thalakos Lowlands does 
not untap during your next untap phase. E 


Thran Quarry Land 

At the end of each turn, if you control no creatures, 
sacrifice Thran Quarry. : Add one mana of any color 
to your mana pool. US 


Tolarian Academy —LLand 
&: Add ‘@ to your mana pool for each artifact you 
control. *See Banned & Restricted p. 105. US 


Treetop Village and 
Treetop Village comes into nay cane ©: Add one 
green mana to your mana pool. ‘t : Treetop Village 
becomes a 3/3 green creature with trample until end 
of turn. This creature still counts as a land. UL 


Underground River — Land 

«>: Add one colorless mana to your mana pool. «>: Add 
@ or & to your mana pool. Underground River deals 1 
damage to you.* See Adarkar Wastes for related rulings. 5E 


Urza's Mine Land 

©: Add one colorless mana to your mana pool. If 
you control Urza’s Mine, Urza’s Power Plant, and 
Urza's Tower, add two colorless mana to your mana 
pool instead of one. ¢You get two mana from Urza's 
Mine if you have even one of each “Urza land” in 
play. You don’t need to have the same number of 
Mines, Power Plants, and Towers. * You have no 
control over whether the Mine produces one mana 
or two. If you control the complete set of Urza 
lands, you get two mana regardless of whether you 
want it. °The amount of mana to be produced is set 
when you play the ability, not when the effect 
resolves, 


Urza’s Power Plant — Land 

«>: Add one colorless mana to your mana pool. If you 
control Urza’s Mine, Urza's Power Plant, and Urza’s 
Tower, add two colorless mana to your mana pool 
instead of one. °See Urza's Mine for related rulings. 5E 


Urza's Tower Land 

: Add one colorless mana to your mana pool. 

If you control Urza’s Mine, Urza’s Power Plant, and 
Urza’s Tower, add three colorless mana to your mana 
pool instead of one. *See Urza's Mine for related 
rulings. 

Vec Townships Land 

>: Add one colorless mana to your mana pool. «: Add 
® or %* to your mana pool. Vec Townships does not 
untap during your next untap phase. TE 


Volrath’s Stronghold LLand 


5E,TE,US 


MS - Mana Source 
Su - Summon 


PIT 


Cost 


©: Add one colorless mana to your mana pool. 1:4, 
: Put target creature card from your graveyard on 
top of your library. SH 
Wasteland Land 

: Add one colorless mana to your mana pool. 

®, Sacrifice Wasteland: Destroy target nonbasic land. TE 


About Face Inst 
Switch target creature’s power and toughness until end 
of turn, Effects that alter the creature’s power alter its 
puss ing ead, and vice versa, this turn, UL 
Acidic So Sore 228 
Acidic Soil deals 1 damage to each player for each “ond 
he or she controls, US 
Aftershock Sore 28e 
Destroy target artifact, creature, or land. Aftershock 
deals 3 damage to you. TE 
Ambush Party Su Ambush Party 3/1 ae 
First strike. Ambush Party is unaffected by summoning 
sickness. 5E 
Amok Ench re 
1), Discard a card at random: Put a +1/+1 counter on 
target creature, SH 
Anarchist Su Townsfolk 2/2 ae 
When Anarchist comes into play, you may return target 
sorcery card from your graveyard to your hand. 
Ancient Runes Ench 2@ 
During each player's upkeep, Ancient Runes deals 1 me 
age to that player for each artifact he or she controls, TE 
Antagonism Ench 3@ 
During each player's discard phase, Antagonism deals 2 
damage to that player unless one of his or her opponents 
was successfully dealt damage that tun, Ss 
Apocalypse Sore 2e0ee 
Remove Hf permanents from the game. Discard your 
hand. TE 
Are Lightning Sore 220 
Are Lightning deals 3 damage divided as you choose among 
any number of target creatures and/or players. 

tog SuAtog 1/2 1@ 
Sacrifice an artifact: Atag gets +2/+2 until end of turn, 5E 
Avalanche Riders su Nomads 2/2 3@ 
Echo. Avalanche Riders is unaffected by summoning 
sickness. When Avalanche Riders comes into play, 
destroy target land. 
Ball Lightning Su Ball Lightning 6/1 @@e@ 
Trample. Ball Lightning is unaffected by summoning 
sickness. At the end of any turn, sacrifice Ball Honing 

5 


Barbed Sliver Su Sliver 2/2 -O@ 
Each Sliver gains ““2': This creature gets +1/+0 until 
end of turn: TE 


Bedlam Ench 28e 
Creatures cannot block. US 
Bird Maiden Su Bird Maiden 1/2 2e 
Flying. 5E 
Blood Frenzy Inst Le 


Target attacking or blocking creature gets +4/+0 until 
end of turn. At end of turn, destroy that creature, © TE 


Blood Lust Inst 

Target creature gets +4/-4 until end of turn. If ths 
reduces that creature’s toughness to less than 1, the 
creature’s toughness is 1. °A number can only be 
reduced below a certain value if it was at or above 
that value to begin with. So if Blood Lust’s target 
somehow already has toughness less than 1, it will get 
another -4 toughness rather than having its toughness 
raised to 1. 5E 
Boil 

Destroy all islands, 
Brand Inst . 
Gain control of all permanents you own. Cycling 2. US 
Brassclaw Orcs = SuOres 3/2 2@ 
Brassclaw Ores cannot be assigned to block any crea- 
ture with power 2 or greater. 5E 
Bravado EC i) 
Enchanted creature gets +1/+1 for each other creature 
you control, US 
Brothers of Fire Su Brothers 2/2 wee 
1 @@: Brothers of Fire deals 1 damage to target 
creature or player and 1 as : you. 5E 
Brute, The i) 
Enchanted creature gets +1/+0. eee. Regenerate 
enchanted creature. 5E 
Bulwark Ench 380 
During your upkeep, Bulwark deals 1 damage to target 
opponent for each card in your hand greater than the 
number of cards in that player’s hand. U 
Canyon Drake SuDrake 12 2@e@ 
Flying. ‘1, Discard a card at random: Canyon Drake 
gets +2/+0 until end of turn. NE 


Inst ) . 


Canyon Wildcat  suCat 2/1 12 
Mountainwalk. TE 
Ench - Enchantment Sor - Sorcery 


Inst - Instant 


Title Type P/T Cost } Title Type P/T Cost i 
Cave ie Su Cave People 1/4 1@@ Electryte SuBeast 3/3 3@@ 
If Cave People attacks, it gets +1/-2 until end of turn. Whenever Electryte successfully deals combat damage 


1 @@, ©: Target creature gains mountainwalk until 
end of turn. 5E 
Chaotic Goo Su Ooze 00 208 
Chaotic Goo comes into play with three +1/+1 counters 
on it. During your upkeep, you may flip a coin. If you 
win the flip, add a +1/+1 counter to Chaotic Goo. 
Otherwise, remove a +1/+1 counter from it. 

Cinder Crawler Su Salamander 1/2 1@ 
@: Cinder Crawler gets +1/+0 until end of turn. Use 


this ability only if Cinder Crawler is blocked. EX 
Conquer 3@2@ 
Gain control of enchanted land. 5E 
Convulsing Licid  Sulicid 2/2 2e 


@, ©: Convulsing Licid loses all abilities and becomes 
a creature enchantment that reads “Enchanted creature 
cannot block” instead of a creature. Move Convulsing 
Licid onto target creature. You may pay @ to end this 
effect. «See Transmogrifying Licid for related rulings. SH 


Crater Hellion Su Beast 6/6 #@@ 
Echo. When Crater Hellion comes into play, it deals 4 
damage to each other creature. US 
Craven Giant Su Giant 
Craven Giant cannot block. 


Crimson Manticoresu Manticore 2/2 2@@ 
Flying. @, : Crimson Manticore deals 1 damage to 
target attacking or blocking creature. 5E 
Crown of Flames EC 

@: Enchanted creature gets +1/+0 until end of turn. 
@: Return Crown of Flames to owner’s hand. TE 


Deadshot Sore 
Tap target creature. That creature deals damage equal 
to its power to another target creature. TE 


Defender of Chaos Su Knight 2/1 
Protection from white. You may play Defender of 
Chaos any time you could play an instant. 


Destructive Urge EC 1 
Whenever enchanted creature successfully deals combat 
damage to a player, that player sacrifices a land. US 


Detonate Sorc xe 
Destroy target artifact with total casting cost equal 
to X. Detonate deals X damage to that artifact’s 
controller. Creatures destroyed in this way cannot 
be regenerated this turn. *Detonate, not the artifact, 
deals the damage. Detonate fizzles if the target is 
removed before resolution, and no damage is dealt5E 
Disintegrate Sore xe 
Disintegrate deals X damage to target creature or play- 
er. That creature cannot regenerate this turn. If the 
creature is dealt lethal damage this turn, remove it 
from the game. e/f lethal damage is dealt to the target 
creature later in the turn, it's removed from the game 
instead of destroyed. Thus, abilities such as Soul Net's 
won't trigger and abilities that replace destruction, 
such as regeneration, can’t be used. It isn’t important 
whether Disintegrate itself deals lethal damage to the 
creature, just Whether it suffers lethal damage. 
Prohibiting the target creature from regenerating is a 
function of the spell, not of the damage. So it applies 
even if X is equal to 0; redirecting the damage won't 
change which creature is stopped from regenerating; 
and so on. 5E 


Disorder Sore 1@ 
Disorder deals 2 damage to each white creature and 


4 2@ 
SH 


2@ 


each player who controls a white creature. 
ae Gaze EC e 
Play Dizzying Gaze only on a creature you control. @: 


Enchanted creature deals 1 damage to target creature 
with flying. EX 
Dromosaur Su Lizard 2/3 2@ 
Whenever Dromosaur blocks or becomes blocked, it 
gets +2/-2 until end of turn. *See Karn, Silver Golem 
for related rulings. US 
Duct Crawler Su Insect 1/1 e 
1 @: Target creature cannot block Duct Crawler this 
turn. SH 
Dwarven Catapult Inst xe 
Dwarven Catapult deals X damage divided evenly, 
rounded down, among all creatures target opponent 
controls. * Your opponent's creatures aren't counted until 
the spell resolves. If your opponent produces more crea- 
tures in response to Dwarven Catapult and thus has 
more than X creatures in play when it resolves, each of 
his or her creatures takes 0 damage (after rounding 
down). 5E 
Dwarven Soldier Su Dwarf 2/1 1@ 
If Dwarven Soldier blocks or is blocked by any Orcs, it 
gets +0/+2 until end of turn. 5E 
Dwarven Warriors Su Dwarves 1/1 22e 
«>: Target creature with power 2 or less is unblockable 
this turn. *Evasion abilities only apply when blockers are 
declared, so making a creature unblockable once it has 
already been blocked accomplishes nothing. 5E 
Earthquake Sore xe 
Earthquake deals X damage to oa creature without 
flying and each player. 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


to defending player, Electryte deals damage equal to its 
power to each blocking creature. US 
Enraging Licid SuLicid 1/1 12 
@, >: Enraging Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature is 
unaffected by summoning sickness” instead of any other 
type of permanent. Move Enraging Licid onto target crea- 
ture. You may pay @ to end this effect. *See 
Transmogrifying Licid for related rulings. TE 
Errantry EC 1@ 
Enchanted creature gets +3/+0 and cannot attack with 
any other creatures. 5E 
Eternal Warrior EC e 
Attacking does not cause enchanted creature to tap. 5E 
Falter Inst 12@ 
Creatures without flying cannot block this tum. US 
Fanning the Flames Sore xee@ 
Buyback 3°. Fanning the Flames deals X damage to 
target creature or player. S| 
Fault Line Inst x@e 
Fault Line deals X damage to each creature without fly- 
ing and each player. s 


Switched Art 


Femeref Healer’s art was originally 
assigned for Dazzling Beauty; 
Dazzling Beauty's was originally 
meant for Radiant Essence; Radiant 
Fssence was for—you guessed it- 
Femeref Healer. 


Fiery Mantle EC 1@ 
When Fiery Mantle is put into a graveyard from play, 
return Fiery Mantle to owner’s hand. @: Enchanted 
creature gets +1/+0 until end of turn. US 


Fighting Chance Inst @ 
For each blocking creature, flip a coin. If you win the flip, 
that creature deals no combat damage this tum. EX 


Fire Ants Su Insects 2/1 2@ 
&: Fire Ants deals 1 damage to each other creature 
without flying. US 
Fire Drake SuDrake 12 10@ 
Flying. @: Fire Drake gets +1/+-0 until end of tum. You 
cannot spend more than @ in this way each tum.  5E 
Fireball Sorc x@ 
Pay 1 for each target beyond the first: Fireball deals X 
damage divided evenly, rounded down, among any 
number of target creatures and/or players. You can't 
target the same thing twice when you play a spell, so if 
you split the Fireball, you must choose different targets 
for it. *Mana spent to allow additional targets is a cost 


but not part of the casting cost. 5E 
Firebreathing EC 2 
@: Enchanted creature gets +1/+0 until end of tum. 5E 
Firefly Sulnsect 1/1 3@ 
Flying. @: Firefly gets +1/+0 until end of turn. = TE 


Fireslinger Su Wizard = 1/1 1e@ 
: Fireslinger deals 1 damage to target creature or 
player and 1 damage to you. TE 


Flame Spirit Su Spirit 2/3 4@ 
@: Flame Spirit gets +1/+0 until end of turn. 5E 
Flame Wave Soc 38086@ 


Flame Wave deals 4 damage to target player and each 
creature he or she controls. SH 
Flare Inst 2@ 
Flare deals 1 damage to target creature or player. Draw 
a card at the beginning of the next turn. 5E 
Flashfires Sorc 
Destroy all plains. 5E 
Flin Inst 1@ 
Sacrifice a creature: Fling deals eit equal to the 
sacrificed creature’s power to target creature or da 
H 


3@ 


Flowstone Blade EC e 
@: Enchanted creature gets +1/-1 until end of tum. SH 
Flowstone Flood Sore 3@ 
Buyback-Pay 3 life, discard a card at random. Destroy 

target land. EX 
Flowstone Giant SuGiant 33 2¢@ 
@: Flowstone Giant gets +2/-2 until end of tum. TE 
Flowstone Hellion Su Beast 3/3 4@ 
Flowstone Hellion is unaffected by summoning sickness. 

0: Flowstone Hellion gets +1/-1 until end of tum. SH 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 
UL - Urza’s Legacy 


Title Type P/T 

Flowstone Mauler SuBeast 4/5 40@ 

Trample. @: Flowstone Mauler gets +1/-1 until end of 
§ 


turn. 


Flowstone Salamandersu Salamande3/4 3 @@ 
@: Flowstone Salamander deals 1 damage to target 
creature blocking it. 


Howstone Shambler Su Beast 2/2 22 
@: Flowstone Shambler gets +1/-1 until end of tum. SH 


Flowstone Wyvern SuDrake 3/3 3@@ 
Flying. @: Flowstone Wyvern gets +2/-2 until end of tum. TE 
Furnace Brood Su€Elementals 3/3 3@ 
@: Target creature cannot be regenerated this turn. EX 


Furnace of Rath Ench 1eee 
Double all damage assigned to any creature or player. 
Continuous abilities that apply when damage is 
assigned take effect when damage is redirected, just 
like abilities that trigger on that damage. Because 
redirected damage is actually reassigned, Furnace of 
Rath doubles damage that gets redirected. For exam- 
ple, here’s what happens when a Ball Lightning (nower 
6, trample) is blocked by an Ophidian (toughness 3) 
while Furnace of Rath is in play: Normally, Ball 
Lightning would assign 6 damage to the Ophidian, but 
because the Furnace is in 
play, it assigns 12 damage. 


10 those who 


Ophidian’s toughness is 3, so 9 of the 12 damage 
“tramples. through,” meaning it's redirected to the 
defending player. When that 9 damage is assigned to 
the defending player, it's doubled again because of the 
Furnace'’s effect, for a total of 18 damage. TE 
Furnace Spirit Su Spirit 1/1 2@ 
Furnace Spirit is unaffected by summoning sickness. 
@: Furnace Spirit gets +1/+0 until end of tum. © SH 
Gamble Sore 2 
Search your library for a card, put that card into your 
hand, then discard a card at random. Shuffle your 
library afterward. 

Game of Chaos Sorc eee 
Flip a coin. If you win the flip, target opponent loses 1 life. 
Otherwise, you lose 1 life. The winner of the flip gains 1 life 
and may repeat this process. Double the stakes each time. 5E 
Ghitu Fire-Eater Su Nomad 2/2 22@ 
®, Sacrifice Ghitu Fire-Eater: Ghitu Fire-Eater deals dam- 
age equal to its power to target creature or player. UL 
Ghitu Slinger = SuNomad 2/2 2@ 
Echo. When Ghitu Slinger comes into play, it deals 2 
damage to target creature or player. U 


Ghitu War Cry Ench 2@ 
@: Target creature gets +1/+0 until end of turn. UL 
Giant Strength EC ee 
Enchanted creature gets +2/+2. - TE 


Goblin Bombardment. Ench 

Sacrifice a creature: Goblin Bombardment deals 1 ar 
age to target creature or player. 

Goblin Cadets SuGoblins 2/1 

Whenever Goblin Cadets blocks or becomes blocked, 
target opponent gains control of it. 

Goblin Digging Teamsu Goblins 1/1 

®, Sacrifice Goblin Digging Team: Destroy target Wall. 5E 


Goblin Hero Su Goblin 2/2 2@ 
5 


Goblin King Sulord 22 12@@ 
All Goblins get +1/+1 and gain mountainwalk. See 
Zombie Master for related rulings. 

Goblin Lackey = SuGoblin 1/1 

Whenever Goblin Lackey successfully deals damage to a 
player, you may choose a Goblin card in your hand and 
put that Goblin into play. 

Goblin Matron = SuGoblin 1/1 2e 
When Goblin Matron comes into play, you may search your 
library for a Goblin card. If you do, reveal that card, put it 


Cost : 


Title Type P/T Cost 
into your hand, and shuffle your library afterward. US 
Goblin Medics  SuGoblins 1/1 2@ 


Whenever Goblin Medics becomes tapped, it deals 1 
damage to target creature or player. UL 
Goblin Offensive Sore x1ee 
Put X Goblin tokens into play. Treat these tokens as 1/1 
red creatures. US 


Goblin Patrol Su Goblins 2/1 e 
Echo. US 
Goblin Raider Su Goblin 2/2 1@ 
Goblin Raider cannot block. US 
Goblin Spelunkers Su Goblins 2/2 22 
Mountainwalk. US 
Goblin War Buggy Su Goblin 2/2 a) 


Echo, Goblin War Buggy is unaffected by summoning 
sickness, US 
Goblin War Drums —Ench 2@ 
Each creature you control cannot be blocked by only 
one creature. Controlling multiple Goblin War Drums 
has no added effect. 5E 
Goblin Warrens Ench 22 
2@, Sacrifice two Goblins: Put three Goblin tokens 
into play. Treat these tokens as 1/1 red creatures, 5E 


Goblin Welder § SuGoblin 1/1 @ 
: Exchange target artifact a player controls for 
target artifact card in that player's graveyard. */n 
order to play Goblin Welder's ability, the controller 
of the targeted artifact must have another artifact 
in his or her graveyard. * The artifact that goes to 
the graveyard as a result of Goblin Welder’s ability 
will trigger effects such as Soul Net (if it's an arti- 
fact creature) and Scrapheap. UL 
Granite Grip EC 22@ 
Enchanted creature gets +1/+0 for each mountain 
you control. U 


Guma SuCat 2/2 2@ 
Protection from blue. US 
Hand to Hand Ench 22 


Instants and abilities requiring an activation cost can- 
not be played during combat. T 
Havoc Ench 

Whenever target opponent successfully casts a wit 
spell, he or she loses 2 life. TE 
Headlong Rush Inst 1@ 
All attacking creatures gain first strike until end of tum. US 
Heart Sliver Su Sliver 1/1 ie 
All Slivers are unaffected by summoning sickness. TE 
Heat of Battle Eneh 1 
Whenever any creature blocks, Heat of Battle deals 1 
damage to that creature's controller. $ 


Heat Ray Inst x@ 
Heat Ray deals X damage to target creature. US 
Hill Giant Su Giant 3/3 3@ 
5E 
Hurloon Minotaur Su Minotaur 2/3 «1@@ 
5E 


Impending Disaster Ench 1@ 
During your upkeep, if there are seven or more lands 
in play, sacrifice Impending Disaster and destroy all 
lands. 

Imposing Visage EC 

Enchanted creature cannot be blocked by only one 
creature. 

Incinerate Inst Le 
Incinerate deals 3 damage to target creature or player. 
Creatures damaged by Incinerate cannot regenerate this 
turn. *Any and all creatures that Incinerate successfully 
damages are prohibited from regenerating this turn. If 
the damage is redirected piecemeal, it's possible for one 
Incinerate to prohibit more than one creature from regen- 
erating. 5E 
Inferno Inst 5@e@ 
Inferno deals 6 damage to each creature and vom 5E 
Invasion Plans Ench 

Each creature blocks whenever able. Attacking Phe 
chooses how each creature blocks. SH 
Ironclaw Curse EC @ 
Enchanted creature gets -0/-1 and cannot be assigned 
to block any creature with power greater than or equal 
to enchanted creature's toughness. 5E 
Ironclaw Orcs Su Ores 2/2 1@ 
lronclaw Orcs cannot be assigned to block any creature 
with power 2 or greater. 5E 
Jackal Pup SuHound 2/1 @ 
For each 1 damage dealt to Jackal Pup, it deals 1 dam- 
age to you. TE 
Jagged Lightning Sore 3@e 
Jagged Lightning deals 3 damage to target creature 
and 3 damage to another target creature. 
Jokulhaups Sore 1@@ 
Destroy all artifacts, creatures, and lands. Creatures 
destroyed in this way cannot be regenerated this tum. 5E 
Keeper of the Hamesu Wizard 1/2 @@ 
@, ©: Keeper of the Flame deals 2 damage to target 


Title Type 
opponent. Use this ability only if that opponent has 
more life than you. EX 
Keldon Warlord = Su Lord 2e2 
Keldon Warlord has power and toughness each equal to 
the number of non-Wall creatures you control. *Once dam- 
age is dealt, it remains on the creature throughout the 
tum. So a Warlord might survive damage when it's first 
dealt, only to die when other creatures you control leave 
play and the Warlord’s toughness drops as a result. 5E 
Kindle Inst 1@ 
Kindle deals to target creature or player an amount of 
damage equal to 2 plus the number of Kindle cards in 
all graveyards, TE 
Last-Ditch Effort Inst @ 
Sacrifice X creatures. Last-Ditch Effort deals X damage 
to target creature or player. UL 


*/* 


Lava Axe Sore 4@ 
Lava Axe deals 5 damage to target player. UL 
Lay Waste Sore 3@ 
Destroy target land. Cycling 2, US 
Lightning Blast Inst 3@ 


Lightning Blast deals 4 damage to target creature or 
player. TE 
Lightning Dragon Su Dragon 4/4 D@@ 
Flying, echo. @: Lightning Dragon gets +1/+0 until end 
of turn. US 
Li de Elemental Su Elemental 

Lightning El 

ness, 


Lowland Giant 


4 3@ 
mental is unaffected by summoning sick- 
3 


SuGiant 4/3 2@@ 

TE 
pe i-Vec Su Wizard 2/2 22 
®, Discard a card at random: Mage iVec deals 1 
damage to target creature or player. 


Magmasaur SuElemental 0/0 3@@ 
Magmasaur comes into play with five +1/+1 counters 
on it. During your upkeep, remove a +1/+1 counter: 
from Magmasaur, or sacrifice Magmasaur and it deals 1 
damage for each +1/+1 counter on it to each creature 
without flying and each player. TE 


Mana Clash Sore 

You and target opponent each flip a coin. Mana Clash 
deals 1 damage to each player whose coin comes up 
tails. Repeat this process until both players’ coins come 
up heads at the same time. ¢Mana Clash has a single 
target, namely an opponent. It doesn’t target you, even 
though it affects you. 5E 


Mana Flare Ench 2@ 
Whenever any player taps a land for mana, it produces 
one additional mana of the same type. ° The “same 
type” of mana is the type of mana the land was tapped 
to produce. If the land has more than one mana- 
producing ability, then only the one that was used is 
relevant. If that ability produces more than one type of 
mana, its controller chooses which type of mana is pro- 
duced by Mana Flare; if there’s more than one Mana 
Flare or similar ability in play that player makes this 
decision separately for eacli one, as each of them trig- 
gers independently. 5E 


Manabarbs Ench 3@ 
Whenever any player taps a land for mana, 
Manabarbs deals 1 damage to him or her. *See 
Adarkar Wastes for related rulings. *Because each 
land is tapped for mana individually, you will often 
need to play damage-prevention abilities once for 
each land that is tapped. Any new damage generated 
during a damage-prevention step is folded into that 
step rather than creating a step of its own, so if you 
tap a number of lands for mana during damage pre- 
vention, you'll be handling all of that damage at once. 
In such a case, you could prevent all the damage 
with a single use of a Circle of Protection, for exam- 
ple, *All damage is from the same source, so effects 
such as Reverse Damage’s will scoop up all the dam- 
age Manabarbs has dealt to you this turn. 5E 
Maniacal Rage EC re 
Enchanted creature gets +2/+2 and cannot block. EX 
Meltdown Sore xe 
Destroy each artifact with total casting cost X or less, US 
Mob Justice Sore Ne 
Mob Justice deals 1 damage to target player for each 
creature you control, SH 
Mogg Assassin SuGoblin 2/1 22 
lip a coin. Then, if you win the flip, destroy target 
creature an opponent controls. Otherwise, destroy target 
creature of that opponent's choice. EX 
Mogg Bombers SuGoblins 3/4 3@ 
If any other creature comes into play, sacrifice Mogg 
a and it deals 3 damage to target player. SH 
Mogg Conscripts Su Goblins 2/2 
Mogg Conscripts cannot attack unless you have suc- 
cessfully cast a creature spell this turn. 
Mogg Fanatic Su Goblin 1/1 @ 
Sacrifice Mogg Fanatic: Mogg Fanatic deals 1 damage 
to ear creature or player. T 
ogg Flunkies SuGoblins 3/3 1@ 
hee lunkies cannot attack or block during a turn in 


PIT 


CLE PLAYER’S GUIDE 


Cos 
which no other creature you control attacks or blocks.SH 
Mogg Infestation Sore 22@@ 
Destroy all creatures target player controls. For each 
creature put into any graveyard in this way, put two 
Goblin tokens into play under that player’s control. Treat 
these tokens as 1/1 red creatures. SH 
Mogg Maniac Su Goblin 1/1 12@ 
Whenever Mogg Maniac is dealt damage, it deals an 
equal amount of damage to target opponent. SH 
Mogg Raider Su Goblin 1/1 @ 
Sacrifice a Goblin: Target creature gets +1/+1 until end 
y ae TE 
gg Squad Su Goblins 3/3 
Plog quad gets -1/-1 for each other creature in play. TE 
Molten Hydra Su Hydra 1/1 1@ 
1@@: Put a +1/+1 counter on Molten Hydra. @, 
Remove all +1/+1 counters from Molten Hydra: Molten 
Hydra deals 1 damage to target creature or player for 
each +1/+1 counter removed this way. UL 


1@ 


Mons’s Goblin Raiders Su Goblins 1/1 ° 
5 
Monstrous Hound Su Hound 4/4 3@ 


Monstrous Hound cannot attack unless you control more 
lands than defending player. Monstrous Hound cannot 
block unless you control more lands than attacking 
player. EX 


Mountain Goat SuGoat 1/1 e 
Mountainwalk. 5E 
No Quarter 


Ench ae 
Whenever any creature blocks or is blocked by a crea- 
ture with lesser power, destroy the creature with the 
lesser power. TE 


Oath of Mages Ench 1@ 
During each hae upkeep, if that player has less life 
than target opponent, he or she may have Oath of 
Mages deal 1 damage to that opponent. EX 
320 


Ogre Shaman Su Ogre 3/3 
2, Discard a card at random: Ogre Shaman deals 2 
damage to target creature or player. EX 


Okk Su Goblin 4/4 1@ 
Okk cannot attack unless a creature with greater power 
also attacks. Okk cannot block unless a creature with 
greater power also blocks. 


Onslaught Ench 
Whenever you successfully cast a creature spell, tap 
target creature. EX 


Opportunist Su Soldier 2/2 2@ 
®: Opportunist deals 1 damage to target creature that 
was damaged this turn. TE 


Orcish Artillery SuOres 1/3 Lee 
&: Orcish Artillery deals 2 damage to target creature or 
player and 3 damage to you. °/f all targeted portions of 
an effect fizzle, the nontargeted portions don’t do any- 
thing either. So if the part of the effect that deals 2 


damage fizzles, you don’t take the 3 damage. 5E 
Orcish Captain Sudr 1/1 2 
1: Flip a coin. If you win the flip, target Orc gets 
+2/+0 until end of turn. Otherwise, that Orc gets 

-0/-2 until end of turn. 

Orcish Conscripts Su Ores 2/2 @ 


Orcish Conscripts cannot attack unless at least two 
other creatures do. Orcish Conscripts cannot be 
assigned to block any creature unless at least two other 
creatures do. 5E 


Orcish Farmer SuOrc 2/2 Lee 
&: Target land is a swamp until its controller's next 
untap phase. 5E 


Orcish Oriflamme Ench 3@ 
Attacking creatures you control get +1/+0. 5E 
Orcish Squatters Su Orcs 2/3 4@ 


0: Gain control of target land defending player con- 
trols as long as you control Orcish Squatters. Orcish 
Squatters deals no combat damage this turn. Use this 
ability only if Orcish Squatters is attacking and 
unblocked and only once each turn. 5E 


Orgg SuOrgg 6/6 B@@ 
Trample. Orgg cannot attack if defending player controls 
an untapped creature with power 3 or greater. Orgg 
cannot be assigned to block any creature with power 3 
or greater. °/f you attempt to declare Orgg as an 
attacker, it only ignores tapped creatures the defending 
player controls, Untapped creatures that couldn't be 
assigned to block Orgg (shadow creatures, for al 
still prevent it from attacking. 

Outmaneuver Inst ‘a 
X target blocked creatures deal combat damage to defending 
player instead of to blocking creatures this tum. US 
Pallimud Su Beast */3 2@ 
Pallimud has power equal to the number of tapped 
lands target opponent controls. TE 
Pandemonium Ench 3 
Whenever any creature comes into play, that creature 
controller may choose to have it deal damage equal to its 
power to target creature or mai EX 
Panic 

Play Panic only aie combat wa blockers are 


: Title 


AC - Artifact Creature 
Art - Artifact 


Type 


declared. Target creature cannot block this turn. Draw a 
card at the beginning of the next turn. OE 


Parch Inst 1@ 
Choose one-Parch deals 2 damage to target creature 
or player; or Parch deals 4 damage to target blue 
creature. 


Paroxysm EC 

During the upkeep of enchanted creature § controller, 
reveal the top card of that player library to all players. 
If that card is a land card, destroy enchanted creature. 
Otherwise, enchanted creature gets +3/+3 until end of 
turn. (Return the card to the top of the player's library, 
face down.) EX 


Price of Progress Inst re 
Price of Progress deals 2 damage to each player for 
each nonbasic land he or she controls, EX 


Primordial Ooze © Su Ooze 1/1 2 
Primordial Ooze attacks each turn if able. During your 
upkeep, put a +1/+1 counter on Primordial Ooze. Then 
pay X, where & is equal to the number of these 
counters on Primordial Ooze, or tap Primordial Ooze and 
it deals X damage to you. 5E 


Pygmy Pyrosaur Sulizard 1/1 L@ 
Pygmy Pyrosaur cannot block. @: Pygmy Pyrosaur gets 
+1/+0 until end of tum. Do not judge a lizard by its size. UL 


Pyroblast Inte 

Counter target spell if it is blue, or destroy target perma- 
nent if it is blue. (/f this spell targets a permanent, play it 
as an instant) *See Hydroblast for related rulings. 5E 
Pyromancy Ench 2@@ 
3,, Discard a card at random: Pyromancy deals to 
target creature or player damage equal to the total 
casting cost of the discarded card. 

Pyrotechnics Sore 4@ 
Pyrotechnics deals 4 damage divided any way you 
choose among any number of target creatures 
and/or players. * You must distribute all 4 damage, 
but you can’t assign 0 damage to a target. So this 
spell has an effective maximum of four targets, even 
though this isn’t explicit in the text. 5E 


Rack and Ruin Inst 22 
Destroy two target artifacts. UL 
Rag ging Goblin = SuGoblin 1/1 

Raging Goblin is unaffected by summoning sickness, EX 
Rain of Salt Sore 4@@ 
Destroy two target lands, US 
Rathi Dragon SuDragon 5/55 2@@ 
Flying. When Rathi Dragon comes into play, sacrifice 
two mountains or sacrifice Rathi Dragon. TE 
Ravenous Baboons SuApes 2/2 32 


When Ravenous Baboons comes into play, destroy tar- 
get nonbasic land. EX 
Raze Sore 2 
At the time you play Raze, Sittce a land. Destroy tar- 
get land. US 
Reckless Ogre Su Ogre 3/2 2@ 
If Reckless Ogre attacks and no other creatures do, it 

gets +3/+0 until end of turn. EX 


Reflexes C 2 
Enchanted creature gains first strike, US 
Renegade Warlord Su Soldier 3/3 4@ 


First strike. If Renegade Warlord attacks, each other 
attacking creature gets +1/+0 until end of turn. © TE 
Retromancer  SuViashinn 3/3 20@ 
Whenever Retromancer is the target of a spell or ability, 
Retromancer deals 3 damage to that spell or ability’s 
controller. US 
Rivalry Ench 2@ 
During each player's upkeep, if that player controls 
more lands than any other, Rivalry deals 2 damage to 


him or her. UL 
Rolling Thunder Sore x@@ 
Rolling Thunder deals X damage divided any way you 
choose among any number of target creatures and/or 
players, Tl 
Ruination Sore ae 
Destroy all nonbasic lands. SH 
Rumbling Crescendo Ench 3@@ 


During your upkeep, you may put a verse counter 
on Rumbling Crescendo. @, Sacrifice Rumbling 
Crescendo: Destroy up to X target lands, where X 
is the number of verse counters on Rumbling 
Crescendo. 


Sabertooth Wyvern Su Drake 3/2 @ 
Flying, first strike. E 

Sabretooth Tiger SuTiger 2/1 2@ 
First strike, 5E 
Sandstone Warriorsu Soldier 1/3 20@ 


First strike. @: Sandstone Warrior gets +1/+0 until end 
of turn. TE 


Scald Ench 1@ 
Whenever a player taps an island for mana, Scald deals 
1 damage to that player. US 


— Salamander Su Salamander2/1 2 
i 


0:: Scalding Salamander deals 1 damage to each 


MS - Mana Source 
Su - Summon 


PIT ¢ 


Ench - Enchantment 
Inst - Instant 


Cost 


creature without flying defending player controls. 
Play this ability only if Scalding Salamander is 
attacking and only once each turn. 

Scorched Earth Sore xe 
Choose and discard X land cards: Destroy X target 
lands. TE; 
Scoria Wurm Su Wurm 7/7 ec) 
During your upkeep, flip a coin. If you lose the flip, 
return Scoria Wurm to owner's hand. US 
Scrap Inst 2@ 
Destroy target artifact. Cycling 2. 

Searing Touch Inst 
Buyback 4°. Searing Touch deals 1 damage to target 
creature or player. TE 
Seething Anger Sore @ 
Buyback 3. Target creature gets+-3/++0 until end of tum.SH 
Seismic Assault Ench e2ee 
Choose and discard a land card: Seismic Assault deals 2 
damage to target creature or player. EX 
Shadowstorm Sore 

Shadowstorm deals 2 damage to each creature with 
shadow. TE 
Shard Phoenix Su Phoenix 2/2 4@ 
Flying. @ @ @: Put Shard Phoenix into your hand. 
Use this ability only if Shard Phoenix is in your 
graveyard and only during your upkeep. Sacrifice 
Shard Phoenix: Shard Phoenix deals 2 damage to 
each creature without flying. SH 


Shatter Inst 12e 
Destroy target artifact. 5E,TE 
Shattering Pulse Inst re 
Buyback 3°. Destroy target artifact. EX 
Shatterstorm Sorc 2@e 


Destroy all artifacts. Creatures destroyed in this way 
cannot be regenerated this turn. 5E 
Shiv’s Embrace EC 2@@ 
Enchanted creature gets +2/+2 and gains flying, @: 
Enchanted creature gets +1/+0 until end of turn. US 
Shivan Dragon SuDragn 5/5 4@@ 
Flying. @: Shivan Dragon gets +1/+0 until end of tum. 5E 
Shivan Hellkite  SuDragn 5/5 S@@ 
Flying. 1-42: Shivan Hellkite deals 1 damage to target 
creature or player. US 
Shivan Phoenix SuPhoenix 3/4 4@@ 
Flying. When Shivan Phoenix is put into a graveyard 
from play, return Shivan Phoenix to owner’s hand. UL 
Shivan Raptor Su lizard 3/1 22@ 
First strike, echo. Shivan Raptor is unaffected by sum- 
moning sickness, US 


Shock Ins 2 
Shock deals 2 damage to target creature or player. SH 
Shocker Su Insect 1/1 12 


If Shocker damages any player, that player discards his 
or her hand, then draws a new hand of as many cards 
as he or she had before. TE 


Shower of Sparks Ins 
Shower of Sparks deals 1 damage 
and 1 damage to target player. 


Sluggishness EC 12 
Enchanted creature cannot block. When Sluggishness 
is put into a graveyard from play, return Sluggishness 
to owner's hand, UL 


Smoke Ench ee 
Players cannot untap more than one creature during their 
untap phases. *See Winter Orb for related rulings. * When 
you choose a creature, you're choosing from among 
those creatures that would have untapped otherwise. For 
example, you can’t decline to untap Coffin Queen, and 
then choose the Queen as the one creature for Smoke. If 
none of your creatures would have untapped otherwise, 
then none of them untap. 5E 


Sneak Attack Ench 3@ 
@: Choose a creature card from your hand and put 
that creature into play. The creature is unaffected by 
summoning sickness. At end of turn, sacrifice the 

creature. US 


Sonic Burst Inst 1e 
Discard a card at random: Sonic bins deals 4 damage 
to target creature or player. EX 


(0 target creature 


Spellshock Ench er) 
Whenever any player successfully casts a spell, 
Spellshock deals 2 damage to him or her. 

Spitting Hydra Subyda 0/0 3S@@ 


Spitting Hydra comes into play with four +1/+1 coun- 
ters on it, 1.@, Remove a +1/+1 counter from 
Spitting Hydra: Spitting Hydra deals 1 damage to target 
creature, SH 
Starke of Rath  Sulegend 2/22 Tee 
©: Destroy target artifact or creature, That perma- 
nent’s controller gains control of Starke of Rath. © TE 
Steam Blast Sore 2@ 
Steam Blast deals 2 damage to each creature and 
player. 

Stone Giant SuGiant 3/44 2e@ 
©: Target creature you control with toughness less 


Sor - Sorcery 


Title Type P/T 
than Stone Giant's power gains flying until end of turn. 
At end of turn, destroy that creature. «Stone Giant can 
target itself with its ability if you can adjust its power 
5E 


and toughness properly. 


Stone Rain Sore 22 
Destroy target land. 5E,TE 
Stone Spirit Su Spirit 4/3 4@ 
Stone Spirit cannot be blocked by creatures with flying. 5E 
Stun Inst 12 


Target creature cannot block this turn. Draw a card. 
°See “Cantrip” in the Rules Summary section. TE 
Sudden Impact Inst 3@ 
Sudden Impact deals 1 damage to target player for 
each card in his or her hand. TE 
Sulfuric Vapors Ench 3@ 
Whenever a red spell deals damage, it instead deals 
that amount of damage plus 1. Spells and abilities 
deal damage when they resolve, and any relevant 
effects trigger at that time. Therefore, Sulfuric Vapors 
increases damage being dealt before damage-preven- 
tion abilities are played. US 
Tahngarth’s Rage EC 
As long as enchanted creature is attacking, it gets 
+3/+0, Otherwise, it gets -2/-1. 
Thundering Giant suGiant 43 3@@ 
Thundering Giant is unaffected by summoning sickness. US 
Tooth and Claw Ench 3@ 
Sacrifice two creatures: Put a Carnivore token into play. 
Treat this token as a 3/1 red creature. TE 
Torch Song Ench 2e 
During your upkeep, you may put a verse counter on 
Torch Song. 2°@, Sacrifice Torch Song: Torch Song 
deals X damage to target creature or player, where X is 
the number of verse counters on Torch Song. US 
Viashino Bey = SuViashinn 4/3 2@@ 
When Viashino Bey attacks, all creatures you control 
attack if able. U 
Viashino Cutthroat Su Viashino 5/3 2@@ 
Viashino Cutthroat is unaffected by summoning sick- 
ness, At end of turn, return Viashino Cutthroat to 
owner's hand. UL 
Viashino Heretic Su Viashinn 13 2@ 
1 @, ©: Destroy target artifact. Viashino Heretic 
deals to that artifact’s controller damage equal to the 
artifact's total casting cost. UL 


Viashino Outrider Su Viashino 4/3 2@ 
Echo. US 
Viashino Runner Su Viashino 3/2 3@ 


Viashino Runner cannot be blocked by only one creature. - US 


Viashino Sandscout Su Viashino 2/1 1@ 
Viashino Sandscout is unaffected by summoning sick- 
ness. At end of turn, return Viashino Sandscout to 
owner's hand. UL 
Viashino Sandswimmer Su Viashinn 3/2 2@@ 
@: Flip a coin. If you win the flip, return Viashino 
Sandswimmersto owner's hand. Otherwise, sacrifice 
Viashino Sandswimmer. 


Viashino Weaponsmith Su Viashino 2/2 3@ 
Whenever a creature blocks it, Viashino Weaponsmith 
gets +2/+2 until end of turn. US 
Vug Lizard Sulizard 3/4 180 
Echo, mountainwalk. US 
Wall of Diffusion  SuWall 0/5 1e 
Wall of Diffusion can block creatures with shadow. TE 
Wall of Fire SuWal 0/5 10@ 
@: Wall of Fire gets +1/+0 until end of turn. 5E 
Wall of Razors Su Wall 4/1 12@ 
First strike, SH 
Wall of Stone SuWal 0/8 Lee 

5E 
Wild Wurm Su Wurm 5/4 


3 
When Wild Wurm comes into play, flip a coin. If you 
lose the flip, return Wild Wurm to owner's hand. = TE 


Wildfire Sore 4e@ 
Each player sacrifices four lands, then Wildfire deals 4 
damage to each creature. US 
Winds of Change Sore 2 
Each player shuffles his or her hand into his or her 
library, then draws a new hand of as many cards as he 
or she had before. Each player draws the same number 
of cards as he or she shuffled into his or her own library. 
This is typically the number of cards that player held 
when resolution began, but not necessarily. 5E 
Word of Blasting Inst 1e 
Destroy target Wall. That wall cannot regenerate this turn. 
Word of Blasting deals to that Wall's controller an amount 
of damage equal to the Wall's total casting cost. 5E 


Abbey Gargoyles Su Gargoyles 3/4 2aesea 
Flying, protection from red. 5E 
Absolute Grace 


Ench 1* 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Cost 


Title Type P/T Cost i 


US 
1* 


All creatures gain protection from black. 
Absolute Law Ench 

All creatures gain protection from red. US 
Advance Scout Su Soldier 1/1 1* 
First strike. #*: Target creature gains first strike until 
end of turn, 

Akron LegionnaireSu Legionnaire 8/4 6 2a 
Except for Legionnaires and artifact creatures, creatures 
you control cannot attack. 5E 
Mabaster Potion Inst XX 
Target player gains X life, or prevent X damage to any 
creature or player. 5E 
Allay Inst 1* 
Buyback 3. Destroy target enchantment. EX 
Angelic Blessing Sore 2% 
Target creature gets-+3/+3 and gains flying until end 
of turn. EX 
Angelic Chorus Ench 3 * 
Whenever a creature comes into play under your vai 
gain life equal to that creature's toughness, 


Angelic Curator — Su Spirt 1/1 1 ; 
Flying, protection from artifacts, UL 
Angelic Page Su Spirit 1/1 1* 


Flying. @: Target attacking or blocking creature gets 
+1/+1 until end of turn. US 
Angelic Protector Su Angel 2/2 3% 
Flying. If Angelic Protector becomes the target of a 
spell or ability, it gets +0/+3 until end of turn. TE 
ngry Mob Su Mob2+*/2+* 2 aa 
Trample. During your turn, Angry Mob has power and 
toughness each equal to 2 plus the number of swamps 
all opponents control. During other tus, Angry Mob has 
power and toughness each equal to 2. 5E 
Animate Wall EC * 
Play only on a Wall. Enchanted creature can attack as 
though it were not a Wall. 5E 
Ancint Inst * 
Buyback 3°. Prevent up to 3 damage to any creature. 
TE 


Arenson’s Aura Ench 2% 
%, Sacrifice an enchantment: Destroy target enchant- 
ment. 3 @)@:: Counter target enchantment spell. Play 
this ability as an interrupt. 5E 
Armageddon 
Destroy all lands. 
Armor of Faith EC * 
Enchanted creature gets +1/+1. %: Enchanted crea- 

ture gets +0/+1 until end of turn. 5E 
Armor Sliver Su Sliver 2/2 2% 
Each Sliver gains “2: This creature gets +0/+1 until 

end of turn.’ TE 


3% 
5E 


Sorc 


Armored Pegasus Su Pegasus 1/2 1* 
Flying. TE 
Aurateg SuAtog 1/2 1 


Sacrifice an enchantment: Auratog gets +2/+2 until 
end of turn. TE 
Avenging Angel SuAngel 3/3 32% 
Flying. If Avenging Angel is put into any graveyard from 
play, you may put Avenging Angel on top of owner’s 
library. TE 
fysen BureaucratsSu Bureaucrats 1/1 
: Tap target creature with power 2 or less. 
Bandage Inst 

Prevent 1 damage to any creature or player. Draw a 
card. $ 


1* 
5E 


Benalish Hero SuHero 1/1 ® 
Banding. 5E 
Blessed Reversal Inst 1* 
Gain 3 life for each creature attacking you. UL 
Blessed Wine Inst 1* 


Gain 1 life. Draw a card at the beginning of next 
turn. 

Blinking Spit Su Blinking Spirit 2/2 
0: Return Blinking Spirit to owner's hand. 
Brainwash EC * 
Enchanted creature cannot attack this turn unless its 
controller pays an additional 3. 5E 
Brilliant Halo EC 1* 
Enchanted creature gets +1/+2. When Brilliant Halo is 
put into a graveyard from play, return Brilliant Halo to 
owner's hand. US 


3% 
5E 


Burst of Energy Inst * 
Untap target permanent. UL 
Calming Licid Su Licid 2/2 2% 


%, >: Calming Licid loses all abilities and becomes a 
creature enchantment that reads “Enchanted creature 
cannot attack” instead of a creature. Move Calming Licid 


* onto target creature. You may pay 2 to end this effect. 


«See Transmogrifying Licid for related rulings. SH 
Caribou Range EL 2** 
Play only on a land you control. 22%, Tap enchanted land: 
Put a Caribou token into play. Treat this token as a 0/1 

white creature. Sacrifice a Caribou token: Gain 1 life. 5E 


Castle Ench 3% 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 


UL - Urza’s Legacy 


Title Type 
Each untapped creature you control gets +0/+2 unless 
it is attacking. 5E 
Cataclysm Sore 2 
Each player chooses from the permanents he or she 
controls an artifact, a creature, an enchantment, and a 
land and sacrifices the rest. EX 
Catastrophe Sore awe 
Destroy all lands or all creatures. Creatures destroyed 
this way cannot regenerate this turn. U 
Cessation EC 2% 
Enchanted creature cannot attack. When Cessation is 
put into a graveyard from play, return Cessation to 
owner's hand. UL 
Change of Heart Inst * 
Buyback 3. Target creature cannot attack this turn. SH 
Charging Paladin Su Knight 2/2 2% 
If Charging Paladin attacks, it gets +0/+3 until end of 


turn. EX 
Clear Inst De 
Destroy target enchantment. Cycling 2. US 
Clergy en-Vec Su Cleric 1/1 b* 
: Prevent 1 damage to any creature or player. TE 


Cloudchaser Eagle SuBird 2/2 
Flying. When Cloudchaser Eagle comes into play, 
destroy target enchantment. 


Congregate Inst 3% 
Target player gains 2 life for each creature in play. US 


Contemplation Ench 
Whenever you successfully cast a spell, gain 1 ie 


Convalescence Ench 

pee your upkeep, if you have 10 or less life, gain 4 
life 

Conviction EC * 
Enchanted creature gets +1/+3, 2: Return Conviction 
to owner's hand. SH 
CoP: Artifacts Ench 1* 
2: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 

* Spells and abilities that prevent or redirect damage 
can be played only if appropriate damage is being dealt, 
therefore only during damage prevention. °If new dam- 
age is assigned during a damage-prevention step, it's 
folded into the existing damage-prevention step rather 
than starting a step of its own. So if a source assigns 
damage more than once during damage prevention 
(typically from a triggered ability such as Manabarbs’ 
one use of a Circle will prevent all of it. 


a Black Ench 1 - 
: Prevent all damage to you from a black source. 
Cheat further damage from that source normally.) «See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Blue Ench 1* 

1: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) *See 
CoP: Artifacts for related rulings. 5E,TE 
CoP: Green Ench 1* 
1: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) *See 
CoP: Artifacts for related rulings. 5E,TE 


CoP: Red Ench 1% 
1: Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) *See 
CoP: Artifacts for related rulings. 5E,TE 


CoP: Shadow Ench Le 
1: Prevent all damage to you from a creature with 
shadow. (Treat further damage from that source nor- 
mally.) *See CoP: Artifacts for related rulings. TE 
CoP: White Ench 1 
1: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) *See 


cr 


1L*e* 
Pe 


CoP: Artifacts for related rulings. 5E,TE 
Crusade Ench ee 
All white creatures get +1/+1. bE 
D’Avenant Archer Su Archer 1/2 2% 


&: D’Avenant Archer deals 1 damage to target attack- 
ing or blocking creature. 5E 


Death Speakers Su Speakers 1/1 * 
Protection from black. 5E 
Death Ward Inst * 
Regenerate target creature. 5E 
Defender of Law Su Knight 2/1 2% 


Protection from red. You may play Defender of Law 
any time you could play an instant. 

Defensive Formation Ench * 
Instead of the attacking player, you choose how crea- 
tures attacking you deal combat damage. 

Devout Harpist Su Townsfolk 1/1 

©: Destroy target creature enchantment. *Devout 
Harpist cannot destroy other types of local enchant- 
ments that happen to be on a creature. Cards which 
“Enchant Permanent,” such as Confiscate, cannot be 
targeted by this ability. UL 


* 


Disciple of Grace SuCleric 1/2 bx 
Protection from black. Cycling 2. US 
Disciple of Law © SuCleric 1/2 1* 


P/T st i 


Title Type P/T Cost 
Protection from red. Cycling 2. US 
Disenchant Inst 1% 
Destroy target artifact or enchantment. 5E,TE,US 
Divine Offering Inst 1* 


Destroy target artifact. Gain an amount of life equal to 
that artifact’s total casting cost. *Montargeted parts of 
an effect only care whether the targeted parts fizzle, 
not whether they actually accomplish anything. So you 
gain the life even if the target artifact is a creature and 
regenerates, for example. 5E 


Divine Transformation —&C 2a 
Enchanted creature gets +3/+3. 5E 
Dust to Dust Sore 1 
Remove two target artifacts from the game. 5E 
Elite Archers Su Soldiers 3/3 5% 
©: Elite Archers deals 3 damage to target attacking or 
blocking creature. US 
Elite Javelineer- Su Soldier 2/2 a 
If Elite Javelineer blocks, it deals 1 damage to target 
attacking creature. T 
Erase Inst * 


Remove target enchantment from the game. *Erase 
removes the enchantment from the game instead of 
sending it to the graveyard. Enchantments such as 
Brilliant Halo do not go to the graveyard when Erase’s 
ability resolves, so they do not return to their owner's 
hand. U 
Exalted Dragon Su Dragon 5/5 aie 
Flying. Each turn, Exalted Dragon cannot attack unless 
you sacrifice a land. EX 


Expendable Troops Su Soldiers 2/1 be 
©, Sacrifice Expendable Troops: Expendable Troops 
deals 2 damage to target attacking or blocking crea- 
ture. U 
Eye for an Eye Inst Ee 
Play only when a creature, spell, or effect assigns dam- 
age to you. Eye for an Eye deals an equal amount of 
damage to that source's controller. *Eye for an Eye is 
played at the beginning of damage prevention. The 
resulting damage is therefore included in the same 
damage-prevention step that includes the original dam- 
age that allowed this spell to he played. This isn’t a 
targeted spell. Eye for an Eye deals damage hased on 
the amount of damage the creature, spell, or effect 
assigned to you. Note that preventing the damage with 
automatic effects such as protection doesn’t reduce 
the damage dealt by Eye for an Eye. 5E 
Faith Healer SuCleric 1/1 de 
Sacrifice an enchantment: Gain life equal to the sacri- 
ficed enchantment’s total casting cost. U 
Field of Souls Ench 23 
Whenever a nontoken creature is put into your grave- 
yard from play, put an Essence token into play. Treat 
this token as a 1/1 white creature with flying. NE 
Flickering Ward EC * 
When you play Flickering Ward, choose a color. 
Enchanted creature gains protection from the chosen 
color. 2: Return Flickering Ward to owner's ma 


Gallantry Inst 1* 
Target blocking creature gets +4/+4 until end of turn. 
Draw a card. TE 
Gerrard's Battle Cry Ench * 
2%: All creatures you control get +1/+1 until end of 
turn, T 
Glorious Anthem Ench 
All creatures you control get +1/+1. 
Greater Realm of Preservation  Ench 1 
1%: Prevent all damage to you from a black or red 
source. (Treat further damage from that source be 
ly.) *See CoP: Artifacts for related rulings. 
Hanna’s Custody Ench 

Artifacts cannot be the target of spells or abilities, 
Heal Inst * 
Prevent 1 damage to any creature or player. Draw a 
card at the beginning of the next turn. 5E 
Healing Salve Inst 

Choose one —Target player gains 3 life; or prevent up 
to 3 damage to a creature or player. *Healing Salve is 
a modal spell, with each mode being legal at different 
times, Outside of damage prevention, Healing Salve is 
legal to play only to have a player gain life. During 
damage prevention, it’s legal to play only to prevent 
damage. 5E, 
Herald of Serra Su Angel 3/4 Quake 
Flying, echo. Attacking does not cause Herald of Serra 
to tap. U 


Tae 
US 


a 
TE 


Here's Resolve EC te 
Enchanted creature gets +1/+5. TE 
Hidden Retreat Ench 2% 


Choose a card in your hand and put it on top of your 
library: Prevent all damage from 2 a or sorcery. SH 
High Ground 

Each creature you control may Pek one additional 
creature. 
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Title Type P/T C 
Hipparign Su Hipparion 1/3 Ne 
Hipparion cannot be assigned to block any creature with 
power 3 or greater unless you pay an additional 1. = 5E 
Holy Strength EC * 
Enchanted creature gets +1/+2. 5E 
Honor Guard Su Soldier 1/1 * 
%®: Honor Guard gets +0/+1 until end of turn. = SH 
Hope and Glory Inst D* 


Untap two target creatures. Each of them gets +1/+1 
until end of turn, UL 


Humble Inst be 
Each creature loses all abilities and is a 0/1 creature 
until end of turn. Humble only removes abilities, not 
descriptive text, such as “walls cannot attack.” 
Enchantments that just modify power and/or tough- 
ness or say “enchanted creature gains” don’t have 
any further effect. The effects of other enchant- 
ments, such as Pacifism and Wanderlust, are still 
applied, ¢Spells and abilities played after Humble will 
adjust the creature's 0/1 power and toughness and 
allow it to gain abilities. However, counters that alter 
power and toughness have no effect. US 


Humility Ench 2% 
Each att loses all abilities and is a 1/1 creature. 
See Humble for related rulings. elf a creature has a 
“comes into play” ability, it occurs before the continu- 
ous effect of Humility removes that ability. (When cal- 
culating the power and toughness of creatures when 
both Humility and a card such as Nature’s Revolt or 
Crusade are in play, apply the effects in the order the 
cards were played. Built-in abilities of a creature and 
any counters on the creature are applied first. Then, 
apply all external effects in the order they entered 
play. This results in counters and abilities such as 
Skyshroud Elite's having no effect whatsoever on the 
creature's final power and toughness. T 


icatian Phalanx Su Soldiers 2/4 ae 
Banding. 5E 
lcatian Scout Su Soldier 1/1 


1), ©: Target creature gains first strike until end of 
turn. 

leatian Town Sore * 
Put four Citizen tokens into play. Treat these tokens as 
1/1 white creatures. 5 
intrepid Here Su Soldier 1/1 a 
®: Destroy target creature with power 4 or greater. US 
invulnerability Inst ie 
Buyback 3. Prevent all damage to you from one 
source. (Treat further damage from that source nor- 
mally.) TE 
tron Will Inst 

Target creature gets +0/+4 until end of turn. 
Cycling 2 

Island Sanctuary Ench tue 
Skip drawing a card: Until the beginning of your next turn, 
only creatures with flying or islandwalk can attack you. 
Use this ability only during your draw phase and only 
once each turn. °/f you draw more than one card during 
the draw phase, you can delay using the Sanctuary as 
long as you want, to draw as many cards as possible 
before having to decide whether to play its ability. «Once 
you've skipped a draw to pay for this ability, the effect 
will last for the stated duration, even if the Sanctuary is 
removed later. 5E 
{very Guardians Su Guardians 3/3 4a 
Protection from red. As long as any opponent controls 
any red cards in play, all Guardians get +1/+1. 5E 
dustice Ench 2% 
During your upkeep, pay %* 4% or sacrifice Justice. 
Whenever any red creature or spell assigns damage, 
Justice deals an equal amount of damage to that 
creature's or spell’s controller. * This ability triggers 
when damage is assigned, not when it's successfully 
dealt. Preventing some or all of the damage that’s 
assigned doesn't affect the damage dealt by Justice. 
The damage dealt by Justice is handled during the 
same damage prevention step as the damage that 
triggered it 

Karma Ench Qe 
During each player's upkeep, Karma deals to that player 
an amount of damage equal to the number of swamps 
he or she controls. 5E 


Karmic Guide Su Spirit 2/2  Biaeae 
Flying, protection from black; echo. When Karmic 
Guide comes into play, choose target creature card in 
your graveyard and put that creature into play. UL 
Keeper of the Light Su Wizard = 1/2 aka 
*, ©: Gain 3 life. Play this ability only if you have less 
life than target opponent. EX 
Kismet Ench Be 
Artifacts, creatures, and lands target player controls 
come into play tapped. *Kismet affects all artifacts, 
creatures, and lands that its target puts into play, 
regardless of how they are put into play. They will 
enter play tapped even if an effect another player 
controls puts them into play. For example, this will 


ICLE PLAYER’S GUIDE 


T Type P/T 


apply to a land played via Untamed Wilds, or a crea- 


ture put into play via Animate Dead. * These perma- 
nents simply enter play tapped; they don’t enter play 
untapped and then become tapped. Thus, abilities 
that trigger when something becomes tapped aren't 
triggered. © When something phases in, all abilities 
that modify how it comes into play are ignored, 
along with those that trigger because it comes into 
play. Thus, Kismet doesn’t cause permanents to 
phase in tapped. 


Kjeldoran Aoyal Guard Su Soldiers 2/5 Sakae 
&: Redirect from you to Kjeldoran Royal Guard all 
combat damage dealt by unblocked creatures this turn. 
This ability redirects only combat damage dealt by 
unblocked attacking creatures. It won't, for example, 
redirect damage dealt by abilities that happen to be 
used during combat. °Kjeldoran Royal Guard redirects 
all such damage that's being dealt to-you or that’s dealt 
to you later in the turn. Damage that was already dealt 
to you isn't redirected, Remember that damage can be 
redirected to something only if it’s in play when the 
redirection effect resolves, 5E 


Kjeldoran Skycaptain Su Soldier 2/2 aie 
Banding, flying, first strike. 5E 
Knight of Dawn — Su Knight 2/2 dae 


First strike, #4: Knight of Dawn gains protection 


from the color of your choice until end of turn. TE 
Knighthood Ench 2% 
All creatures you control gain first strike. UL 


Kor Ghant Inst 

Redirect to target creature all cae dealt to any one 
creature you control from any one source. 

Lancers en-Kor Su Soldiers 3/3 Gia 
Trample. ©': Redirect 1 damage from Lancers en-Kor to 


a creature you control. SH 
Light of Day Ench 30% 
Black creatures cannot attack or block. TE 


Limited Resources — Ench 

When Limited Resources comes into play, each player 
chooses five lands he or she controls and sacrifices the 
rest. As long as there are ten or more lands in play, 
players cannot play lands, EX 
Marble Titan Su Giant 3/3 3% 
Creatures with power 3 or greater do not untap during 
their controllers’ untap phases. TE 
Marty's Cause Ench 2% 
Sacrifice a creature: Prevent all damage to a creature 
or player from one source. (Treat further damage from 
that source normally.) UL 
Master Uecoy Su Soldier 1/2 Loe 
%, @: Tap target creature. TE 


Mesa Falcon Su Falcon 1/1 toe 
Flying. 14: Mesa Falcon gets +0/+1 until end of tum.5E 
Mesa Pegasus Su Pegasus 1/1 1 
Banding, flying. 5E 
Monk {dealist Su Cleric 2/2 2 


When Monk Idealist comes into play, return target 
enchantment card from your graveyard to your hand. 
US 


Monk Realist Su Cleric 1/1 te 
When Monk Realist comes into play, destroy target 
enchantment. US 


Mother of Runes Su Cleric 1/1 * 
Target creature you control gains protection from 
a color of your choice until end of turn. 

Mounted Archers Su Soldiers 2/3 30% 
Mounted Archers can block creatures with flying, 4: 
Mounted Archers can block an additional creature this 
turn. (All blocking assignments must still be legal) TE 
Nomads em-Kor Su Soldiers 1/1 * 
0): Redirect 1 damage from Nomads en-Kor to a crea- 
ture you control, SH 
Oath of Lieges Ench be 
During each players upkeep, if that player controls 
fewer lands than target opponent, the player may 
search his or her library for a basic land card and put 
that land into play under his or her control. The player 
shuffles his or her library afterwards. EX 
Opal Acrolith Ench 2% 
Whenever one of your opponents successfully casts a crea- 
ture spell, if Opal Acrolith is an enchantment, Opal Acrolith 
becomes a 2/4 creature that counts as a Guardian. 0: 
Opal Acrolith becomes an enchantment. US 
Opal Archangel Ench ae 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Archangel is an enchantment, Opal 
Archangel becomes a 5/5 creature with flying that 
counts as an Angel. Attacking does not cause Opal 
Archangel to tap. US 
Opal Avenger Ench 2% 
When you have 10 life or less, if Opal Avenger is an 
enchantment, Opal Avenger becomes a 3/5 creature 
that counts as a Guardian. UL 
Opal Caryatid Ench 


When one of your opponents successfully casts a crea- 


Cost 


AC - Artifact Creature 
Art - Artifact 


Title Type P/T 

ture spell, if Opal Caryatid is an enchantment, Opal 
Caryatid becomes a 2/2 creature that counts as a 
Soldier. 

Opal Champion Ench Qe 
When one of your opponents successfully casts a 
creature spell, if Opal Champion is an enchantment, 
Opal Champion becomes a 3/3 creature with first 
strike that counts as a Knight. UL 
Opal Gargoyle Ench Le 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Gargoyle is an enchantment, Opal 
Gargoyle becomes a 2/2 creature with flying that 
counts as a Gargoyle. 

Opal Titan Ench 2) 
When one of your opponents successfully casts a crea- 
ture spell, if Opal Titan is an enchantment, Opal Titan 
becomes a 4/4 creature with protection from each of 
that spell’s colors and that counts as a Giant. US 
Gracle en-Vee == Su Wizard = 1/1 eg 
«>: Target opponent chooses any number of creatures he 
or she controls, During that player's next turn, those crea- 
tures attack if able, and no other creatures can attack. At 
the end of that turn, destroy each of those creatures that 
did not attack. Use this ability only during your turn. TE 
Order of the Sacred Torch Su Paladin 2/2 eae 
©, Pay 1 life: Counter target black spell. Play this abili- 
ty as an interrupt. 5E 
Oreler of the White Shieltisu Knights 2/1 ae 
Protection from black. 2: Order of the White Shield 
gets first strike until end of turn. 4%: Order of the 
White Shield gets +1/+0 until end of turn. 5E 
Orim, Samite Healersu Legend 1/3 Daexe 
Orim, Samite Healer counts as a Cleric. <: Prevent up 
to 3 damage to any creature or player. TE 
Orim’s Prayer Ench Dee 
If any creatures attack you, gain 1 life for each attack- 
ing creature. TE 


Pacifism Loe 
Enchanted creature cannot attack or block. TEUS 
Paladin an-Vece = SuKnight 2/2 daa 


First strike, protection from black, protection from red. EX 


Pariah 2% 
Redirect to enchanted creature all damage dealt to you. 
US 


Path of Peace Sore Be 
Destroy target creature. That creature's owner gains 4 
life. US 


Peace and Quiet Inst bx 
Destroy two target enchantments. UL 
Peace af Mind Ench Le 
%*, Choose and discard a card: Gain 3 life. EX 
Pearled Unicarn Su Unicorn 2/2 2H 

5E 
Pegasus Charger Su Pegasus 2/1 2% 
Flying, first strike. US 
Pegasus Refuge Ench Be 


2, Choose and discard a card: Put a Pegasus token into 
play. Treat this token as a 1/1 white creature with flying. 
°See “Token” in the Rules Summary section. 

Pegasus Stampede — Sorc Lae 
Buyback-Sacrifice a a Put a Pegasus token into play. 
Treat this token as a 1/1 white pay with flying. EX 
Penance nch 2 
Choose a card from your hand a put that card on top 
of your library: Prevent all damage from a black or red 
source. EX 
Personal Incarnation Su Avatar 6/6 Giakae 
Personal Incarnation’s owner may redirect any amount 
of damage from it to himself or herself. If Personal 
Incarnation is put into any graveyard from play, its 
owner loses half his or her life, rounded up. * The 
destruction of a Personal Incarnation causes loss of life, 
which may not be prevented, redirected, and so on. A 
negative life total is considered to be 0 for all purposes 
except that of raising or lowering it, so if your life total 
is negative, it doesn’t change. ° This loss of life is a trig- 
gered ability that follows the normal rules. For example, 
it will interact normally with Creature Bond, so you can 
choose whether or not to take the Creature Bond dam- 
age before losing life. If two Personal Incarnations 
owned and controlled by the same player die at the 
same time, the abilities are played one at a time, so the 
player won't necessarily drop to 0 life. 5E 
Pikemen Su Pikemen 
Banding, first strike. 

Planar Birth Sore be 
Put all basic lands from all hadi into play under 
their owners’ control, tapped. US 
Planar Collapse Ench Doe 
During your upkeep, if there are four or more crea- 
tures in play, sacrifice Planar Collapse and destroy all 
creatures. Those creatures cannot be regenerated this 
turn, UL 
Presence of the (Master Ench Be 
Whenever a player plays an enchantment spell, counter 


Ww ial 


5E 


MS - Mana Source 
Su - Summon 


Cost ? 


Ench - Enchantment 
Inst - Instant 


Title Type P/T Cost 
it. eEnchantments are only countered if they are cast. 
Enchantments may still be put into play by other 
means, such as Show and Tell and Academy 
Researchers. 
Prismatic Ward EC be 
When you play Prismatic Ward, choose a color. All dam- 
age dealt to enchanted creature by sources of the cho- 
sen color is reduced to 0. * You may only choose one of 
the five Magic colors: white, blue, black, red, or green. 
“Colorless” does not count as a color word. 5I 
arity Sore * 
Destroy all artifacts and enchantments. 
Pursuit of Knowledge Ench 
Skip drawing a card: Put a study counter on Pursuit of 
Knowledge. Remove three study counters from Pursuit 
of Knowledge, Sacrifice Pursuit of Knowledge: Draw 
seven cards, SH 
Quickening Licid — Sulicid 11 
De, &: Quickening Licid loses all abilities and 
becomes a creature enchantment that reads 
“Enchanted creature gains first strike” instead of any 
other type of permanent. Move Quickening Licid onto 
target creature. You may pay 3% to end this effect. 
°See Transmogrifying Licid for related rulings. 
Radiant, Archangel Su Legend 3/3 
Flying. Radiant, Archangel counts as an Angel. 
Attacking does not cause Radiant to tap. Radiant gets 
+1/+1 for each other creature with flying in play. UL 
Radiant’s Dragoons Su Soldiers 2/5 31% 
Echo. When Radiant’s Dragoons comes into play, gain 
5 life. UL 
Radiant’s Judgment Inst 
Destroy target creature with power 4 or greater. 
Cycling 2. 
Reaping the Rewards Inst * 
Buyback-Saerifice a land. Gain 2 life. EX 
Reconnaissance Ench * 
©: Remove target attacking creature you control from 
combat and untap it. EX 
fedeam Inst 1% 
Prevent all damage to one or two creatures. (1 Treat fur- 
ther damage normally.) US 
Remembrance Ench aK 
Whenever a nontoken creature you control is put into a 
graveyard, you may search your library for a copy of 
that creature card. If you do, reveal the card, put it into 


Le 


TE 
Bae aE 


a 


your hand, and shuffle your library afterward. US 
Repentance Sore 2% 
Target creature deals to itself damage equal to its 
power. 

Repentant Glacksmithsu Smith 1/2 pe 
Protection from red. 5E 
Reverse Damage Inst Pee 


All damage dealt to you so far this turn from one source 
is retroactively added to your life total instead of sub- 
tracted. (Treat further damage from that source nor- 
mally.) Reverse Damage may be played either during 
the damage-prevention step when the damage is dealt 
or later in the turn. If you play it later in the turn, side 
effects of the damage, if any, aren't undone, If a single 
source dealt damage to you at different times over the 
turn, total the damage from that source so far this turn 
and reverse all of it. *Only unprevented damage is 
reversed, and reversing the damage prevents it. So play- 
ing more than one Reverse Damage isn’t useful unless 
more damage is dealt to you after the first effect 
resolves. *Remember that mana burn is loss of life, not 
damage, so you can’t regain it with Reverse Damage. 
Reverse Damage doesn't cause you to gain life equal 
to twice the amount of damage dealt to you by that 
source so far this turn. Rather, the damage is consid- 
ered to never have been assessed against your life total 
in the first place. You then gain life equal to the dam- 
age that would have been dealt. For example, if Reverse 
Damage is played while Forsaken Wastes is in play, 
your life total will he reset to what it “should” be, 


though you won't gain life in addition to that. : 
Righteousness Inst 

Target blocking creature gets +7/+7 ‘nt end of tum. = 
Rolling Stones Ench be 
Walls can attack as though they were not Walls, © SH 
RoP: Artifacts Ench Loe 


#: Prevent all damage to you from an artifact source. 
(Treat further damage from that source normally.) 
Cycling ‘2. *See CoP: Artifacts for related rulings. US 
RoP: Black Ench toe 
2: Prevent all damage to you from a black source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 
RoP: Glue Ench 1* 
#: Prevent all damage to you from a blue source. 
(Treat further damage from that source normally.) 
Cycling 2’. °See CoP: Artifacts for related rulings. US 
RoP: Green Ench Lue 
3%: Prevent all damage to you from a green source. 
(Treat further damage from that source normally.) 


Sor - Sorcery 


Title Type P/T Cost } 


Cycling 2. °See CoP: Artifacts for related rulings. US 


oP: Lands Ench be 
#: Prevent all damage to you from a land source. 
(Treat further damage from that source normally.) 
Cycling 2. °See CoP: Artifacts for related rulings. US 


RoP: Red Ench 1* 
3%; Prevent all damage to you from a red source. 
(Treat further damage from that source normally.) 
Cycling 2. See CoP: Artifacts for related rulings. US 


RoP: White Ench lx 
2: Prevent all damage to you from a white source. 
(Treat further damage from that source normally.) 
Cycling 2. *See CoP: Artifacts for related rulings. US 


Sacred Boon Inst px 
Prevent up to 3 damage to target creature. At end of 
turn, put a +0/+1 counter on that creature for each 1 
damage prevented in this way. 5 


Sacred Ground Ench 1* 
Whenever an effect controlled by any opponent puts a land 
into your graveyard from play, put that land into play. SH 


Sacred Guide Su Cleric 1/1 * 
1)%, Sacrifice Sacred Guide: Reveal cards from the 
top of your library until you reveal a white card. Put 
that card into your hand, Remove all other revealed 
cards from the game. 

Safeguard Ench Be 
2%: Target creature deals no combat damage this 
turn. 


Samite Blessing E 
Enchanted creature gains. “<: Prevent all damage to 
any creature from any one source.’ S| 


Samite Healer Su Cleric 1/1 De 
®: Prevent 1 damage to any creature or player.  5E 


Sanctum Custodian Su Cleric 1/2 2% 
>: Prevent up to 2 damage to a creature or player. US 


Sanctum Guaniian Su Soldier © 1/4 tae 
Sacrifice Sanctum Guardian: Prevent all damage to a 
creature or player from one source. (Treat further dam- 
age from that source normally.) US 
Scapegoat Inst 

Sacrifice a creature: Return any number of target crea- 
tures you control to owner's hand. SH 


Seasoned Marshal Su Soldier 2/2 2x 
Whenever Seasoned Marshal attacks, you may tap tar- 
get creature. US 
Seraph Su Angel 4/4 6x 
Flying. Whenever any creature Seraph damaged this 
turn is put into any graveyard, put that creature into 
play under your control at end of turn. Sacrifice the 
creature if you lose control of Seraph. °/f a creature 
damaged by Seraph leaves its owner's graveyard 
before the Seraph’s effect resolves, the effect will do 
nothing to it, even if the creature has returned to 
the graveyard. * Whether the creature is a creature 
card is unimportant. For example, if an Assembly 
Worker damaged by your Seraph is destroyed, the 
Seraph effect will put the Mishra’s Factory card into 
play under your control. °The ability triggers when 
an appropriate creature is put into any graveyard, 
not when the Seraph damages a creature. Therefore, 
the player who controls the Seraph as the creature 
dies is the one who plays the ability at end of turn 
and who gets control of the creature at that time. 
This isn’t necessarily the player who controlled the 
Seraph when it damaged that creature. How the 
Seraph damaged the creature is unimportant. 

* Triggered portions of an effect don’t care what 
happens prior to the effect’s resolution. If you don’t 
control Seraph when the creature is put into play, 
this won't cause the creature to be destroyed. 5E 
Serene Offering Inst Lae 
Destroy target enchantment. Gain life equal to that 
enchantment's total casting cost. 

Serra Avatar Su Avatar */* Qe eae 
Serra Avatar has power and toughness each equal to 
your life total. When Serra Avatar is put into a grave- 
yard, shuffle Serra Avatar into owner's library. 

Serra Bestiary EC ae 
During your upkeep, pay #% or sacrifice Serra Bestiary. 
Enchanted creature cannot attack, block, or play any = 
ty that includes <$ in its activation cost. 

Serra Paladin Su Paladin 2/2 @ a 
&: Prevent 1 damage to any creature or player. 
1%, : Attacking this turn does not cause target 
creature to tap. 5E 


Serra Zealot Su Soldier 1/1 * 
First strike, US 
Serra's Embrace EC 23 


Enchanted creature gets +2/+2 and gains flying. 
Attacking does not cause enchanted creature to tap. US 
Serra’s Hymn Ench * 
During your upkeep, you may put a verse counter on 
Serra’s Hymn. Sacrifice Serra’s Hymn: Prevent up to X 


5E - Fifth Edition 
TE - Tempest 


EC - Enchant Creature 
Intr - Interrupt 


Title Type -P/T Cost 


damage total to any number of creatures and/or play- 
ers, where X is the number of verse counters on Serra’s 
Hymn. US 
Serra’s Liturgy Ench 2 
During your upkeep, you may put a verse counter on 
Serra’s Liturgy. %, Sacrifice Serra’s Liturgy: Destroy up 
to X target artifacts and/or enchantments, where X is 
the number of verse counters on Serra’s Liturgy. US 
Shackles EC 2% 
Enchanted creature does not untap during its 
controller’ untap phase. %: Return Shackles to 
owner § hand. 

Shaman en-Kor SuCleric 1/2 1* 
0: Redirect 1 damage from Shaman en-Kor to a creature 
you control, \1 %: Redirect to Shaman en-Kor all damage 


dealt to any one creature from any one source. SH 
Shield Bearer ~~ Su Soldier 0/3 1* 
Banding. 5E 
Shield Mate Su Soldier § 1/1 * 


Sacrifice Shield Mate: Target creature gets +0/+4 until 
end of turn, EX 
Shield Wall ik 

All creatures you control get ah until end of tum, 5E 


Shimmering Barrier su Wall 1/3 1* 
First strike, cycling 2°. US 
Silent Attendant Su Cleric 0/2 2% 
®: Gain 1 life. US 
Skyshroud Fatcon SuBird 1/1 1* 


Flying. Attacking does not cause Skyshroud Falcon to 
tap. SH 
Smite Inst * 
Destroy target blocked creature. SH 
Soltari Champion Su Soldier 2/2 2% 
Shadow. If Soltari Champion attacks, all other creatures 
you control get +1/+1 until end of turn. H 
Solari Crusader Su Knight 2/1 2% 
Shadow. 1°: Soltari Crusader gets +1/+0 until a 
of turn. 

Soltari Emissary Su Soldier 2/1 1 Hi 
3: Soltari Emissary gains shadow until end of tum. TE 


Solari Foot Soldier Su Soldier 1/1 ae 
Shadow. TE 
Soltari Lancer Su Knight 2/2 2% 
Shadow. First strike when attacking. TE 
Soltari Monk Su Cleric 2/1 ** 
Protection from black, shadow. TE 
Sollari Priest Su Cleric 2/1 ee 
Protection from red, shadow. TE 


Soltari Trooper Su Soldier 1/1 1#* 
Shadow. If Soltari Trooper attacks, it gets +1/+1 until 

end of turn. TE 
Soltari Visionary SuCleric 2/2 ae 
Shadow. If Soltari Visionary damages any player, destroy 
target enchantment that player controls. EX 


Songstitcher Su Cleric 1/1 * 
1%: Target attacking creature with flying deals no 
combat damage this turn. US 


Soul Sculpter Su Townsfolk 1/1 2% 
1%, ©: Target creature becomes an enchantment 

and loses all abilities until a player successfully casts a 
creature spell. US 


Soul Warden SuCleric 1/1 * 
Whenever any other creature comes into play, gain 1 
life. EX 


Spirit en-Kor Su Spirit 2/2 3% 
Flying. ©: Redirect 1 damage from Spirit en-Kor to a 
creature you control, SH 
Spirit Link EC * 
For each 1 damage enchanted creature deals, gain 1 
life. *Gaining life is a function of Spirit Link, not an 
ability granted to the creature. If you have multiple 
Spirit Links on the same creature, each of them will 
give you life when that creature deals damage. You're 
the one who gains the life, even if you don’t control 
the creature. However, you can gain life only if Spirit 
Link is in play at the end of the appropriate damage 
prevention step. Protection from a color prevents all 
damage of the appropriate color, which will prevent 
life from being gained. 5E 
Spirit Mirror Ench De 
During your upkeep, if there are no Reflection tokens 
in play, put a Reflection token into play. Treat this 
token as a 2/2 white creature. 0: Destroy target 
Reflection. TE 
Standing Troops Su Soldiers 1/4 2% 
Attacking does not cause Standing Troops to tap. EX 
Staunch Defenders Su Soldiers 3/4 3ae% 
When Staunch Defenders comes into play, gain 4 life. TE 
Sustainer af the RealmSu Angel 2/3 2% 
Flying. Whenever Sustainer of the Realm blocks, it 
gets +0/+2 until end of turn. *See Karn, Silver Golem 


SH - Stronghold 
EX - Exodus 


US - Urza’s Saga 
UL - Urza’s Legacy 


Title Type P/T Cost 


for related rulings. UL 
Talon Sliver Su Sliver 1/1 1* 
All Slivers gain first strike. TE 
Temper Inst x1 


Prevent up to X damage to target creature. For each 1 
damage prevented in this way, put a +1/+1 counter on 
that creature. SH 
Tragic Poet Su Townsfolk 1/1 * 
©, Sacrifice Tragic Poet: Return target enchantment 
card from your graveyard to your hand. UL 
Treasure Hunter Su Townsfolk — 2/2 2% 
When Treasure Hunter comes into play, you may 
return target artifact card from your graveyard to 
your hand. 
Truce Inst ye 
Each player may draw up to two cards. For each card 
less than two any player draws, that player gains 2 life. 
5E 


Tundra Wolves = Su Wolves = 1/1 * 
First strike. 5E 
Venerable Monk  SuCleric 2/2 2% 
When Venerable Monk comes into play, gain 2 life. SH 


Voice of Grace Su Angel 2/2 3% 


Flying, protection from black. US 
Voice of Law Su Angel 2/2 31% 
Flying, protection from red. US 


Wall of Essence Su Wall 0/4 1% 
For each 1 combat damage dealt to Wall of Essence, 
gain 1 life. $ 
Wall of Nets SuWall O/7 13% 
At end of combat, remove from the game all crea- 
tures blocked by Wall of Nets. If Wall of Nets leaves 
play, return to play under their owners’ control all 
Creatures removed from the game with Wall of a 


Wall of Swords Su Wall 3/5 3% 
Flying. 5E 
Warmth Ench 1* 


Whenever target opponent successfully casts a red 
spell, gain 2 life. TE 
Wartior Angel Su Angel 3/4 43K 
Flying. For each 1 damage Warrior Angel deals, gain 1 
life. SH 
Warrior en-Ker © Su Knight 2/2 od 
©: Redirect 1 damage from Warrior en-Kor to a crea- 
ture you control. SH 
Waylay Inst 2% 
Put three Knight tokens into play. Treat these tokens as 
2/2 white creatures. Remove them from the game at 
end of turn. US 
Welkin Hawk Su Bird = 1/1 i* 
Flying. If Welkin Hawk is put into any graveyard from 
play, you may search your library for a Welkin Hawk 
card, reveal that card to all players, and put it into your 
hand. Shuffle your library afterwards. EX 


White Knight Su Knight 2/2 Cd 
First strike, protection from black. 5E 
Winds of Rath Sore 3% 


Destroy all creatures with no enchantments on them. 
Those creatures cannot be regenerated this turn. TE 


Worship Ench 

Damage ta would reduce your life to less than 1 
instead reduces it to 1 if you control a creature. 
Worship doesn't prevent damage-it just changes 
what happens at the time damage would normally be 
subtracted from your life total, Abilities that trigger on 
damage (Abyssal Specter's, Somnophore’s, and so on) 
are unaffected, because they will have already trig- 
gered when the damage was first dealt, before being 
applied to the player's life total. US 
Worthy Cause Inst * 
Buyback 2. Sacrifice a creature: Gain life equal to the 
sacrificed creature's toughness, TE 
Wrath of God Sore 2 
Destroy all creatures. Those creatures cannot be regen- 
erated this turn. ° This spell isn’t targeted and doesn’t 
deal damage, so protection from white won't save a 


creature. 5E 
Youthful Knight © Su Knight 2/1 Lae 
First strike. SH 


Zealots en-Qal Su Soldiers 2/4 3% 
During your upkeep, if all nonland permanents you con- 
trol are white, gain 1 life. EX 
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_Mox Pearl 


~ Mox Sapphire 


he. 


CLASSIC (TYPE 1) 
BANNED* Mox Sapphire 
Amulet of Quoz Rebirth 
Bronze Tablet Recall 
Channel Regrowth — 
Chaos Orb Shahrazad 
Contract from Below Sol Ring 
Darkpact Strip Mine 
Demonic Attorney Stroke of Genius 
Divine Intervention Tempest Efreet 
Falling Star Time Spiral 
Jeweled Bird Time Walk 
Memory Jar Timetwister 
Mind Twist Timmerian Fiends 
Rebirth Tolarian Academy 
Shahrazad Underworld Dreams 
Tempest Efreet Wheel of Fortune 
Timmerian Fiends Windfall 

Zuran Orb 


Mox Ruby 


CLASSIC (TYPE | 
eal 
Ancestral Recall 
Balance 


Berserk 
Black Lotus 


EXTENDED BANNED* 
Any cards from 
the following lim- 
ited-edition 
expansions and 
basic sets are 
banned unless 


Black Vise 
Braingeyser 
Demonic Tutor 
Fastbond 

Fork 

Ivory Tower 

Library of Alexandria 
Mirror Universe 

Mox Emerald 

Mox Jet 


ina legal set, lim- 
ited or otherwise: 
Arabian Nights 
Antiquities 
Legends 
Limited 
Unlimited 
The following — 

_ individual cards 
are also banned in 


Mox Ruby. 


Recall 

Regrowth 

Sol Ring 

Strip Mine 
Stroke of Genius 
Time Spiral 

Time Walk 
Timetwister 
Tolarian Academy 
Underworld Dreams 
Wheel of Fortune 


Windfall 
Mana Crypt 
GLASSIC- Maze of Ith 


RESTRICTED 
(TVPE 15) BANNED® jin Tyg 
Amulet of Quoz Regrowth 


Ancestral Recall ; 
Balan rite 


Berserk Strip Mi 
ip Mine 
Black Lotus Tolarian Academy 


Black Vise 
Braingeyser age pore 
Bronze Tablet aie 


ee STANDARD (TVPE I!) 
ANNED 


Balance 

Black Vise 
Channel 
Demonic Tutor 
Fastbond 
Hypnotic Specter 
Wvory Tower 

Kird Ape 

Land Tax 


Chaos Orb 
Contract from Below 8 
Darkpact Dream Halls 
Demonic Attorney Eartheraft 

Demonic Tutor Fluctuator 

Divine Intervention Lotus Petal 

Falling Star Memory Jar 
Fastbond Recurring Nightmare 
Fork Time Spiral 

\vory Tower Tolarian Academy 
Jeweled Bird Windfall 


Library of Alexandria 
URZA BLOCK 
Haina CONSTRUCTED 
JANNED 


Mind Twist 
Mirror Universe anes dae 
Time Spiral 


Mox Emerald 
WindFall 


Mox Jet 
Mox Pearl 


“Any ante card contained in any 
newly released card set 
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ee | SECONDARY MARKET GU 


The prices presented here are the result of a nationwide 
survey of retailers, All prices, high, median, and low, are 
real, The median is similar to an average price (also 
called the mean in high-falutin’ mathematical terms). The 
difference is that the median is an actual value that is 
located in the middle of an ordered list of al! values, 
while the mean is the total of all values, divided by the 
number of values. The variations between high, median 
and low reflect the differences in regional supply and 
demand, The index. shows the change in the median from 
last month’s DPI Amounts in the index column are black 
when a card’s value increases, and red when it decreases, 

The high and low are.best used to determine the price 
range for a given card. When purchasing cards, it's very 
likely that the price will fall somewhere between the 
listed high and low, and is likely to be closer to the 
median than to high or low, 

When trading cards, its best to compare their median 
prices. The high and low often fluctuate depending on 
where you are in the country, For the most stable compar- 
ison, the median is the way to go. The tradability rating (TR) 
can also be used to help determine the demand for a card. 


_Mint-Fresh out of the pack, cards are almost always in 
mint condition. Cards that are not straight out of a booster 
may still be in mint condition but typically are not, unless 
they've been protected somehow since opening. 


| nt-Upon first inspection, mint and near mint 
condition cards should seem identical, Near mint condi- 
tion cards are diferent only by the virtue of one or two 
barely detectable marks, All DP! prices are for mint/near 
mint condition cards, The distinction is so minor that one 
or two indiscernible marks do not devalue the card. 


p p—Bearing one or two small but noticeable 
marks, which can include small scratches, whitened cor- 
ners, and minor scuff marks, Very fine condition cards 
are worth about 70-90 percent of a mint/near mint ver- 
sion of the same card. 


ine-Cards that have many minor. defects—whitened 
corners, scratches, and scuff marks—but no major 
marks, such as creases, folds, or extensive scuff marks, 
Fine condition cards are worth about 60-80 percent of a 
Mmint/near mint version of the same card. 


Similar to a card in fine condition, but with more 
pronounced defects, or one or two major marks. Good 
condition cards are worth about 30-70 percent of a 
mint/near mint version of the same card, 


Heavily played, creased, or folded cards are con- 
sidered to be in poor condition. Generally, poor condition 
cards that are not in limited supply have little or no value, 
Poor condition cards that are difficult to.find in mint/near 
mint condition are worth about 10-50 percent of a 
mint/near mint version of the same card. 
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<ashv@econcentric.net> 
is.still looking for a foil 
Steel Golem. 


Take a competitive player, for example. This player may not bea colle 
tor, but premium cards do nothing to subtract from the set's playab 
Furthermore, it is possible for such a player to trade away a popular foil ran 
for most of the cards needed to build his or her next deck. Many play 
pride themselves on making their decks “pretty,” collecting black-borde 
and even Beta versions of each card, or getting their cards signed by arti 
These players will set out to get four of each foil card they are likely to play 
with. Expect tournament-playable commons such as Frantic Search 
Miscalculation to be in especially high demand. 

Then there are the collectors. For the first time in a while, there is a Ma: 
enough to obtain to make it really interesting for a collector who is up to th 
put together an entire foil set is not for everyone, but those determined e1 
it off. ‘Adkiend of mine has been aggressively collecting a foil set for a little 
almost completed it! Granted, it may take others longer, but it certainly ¢ 

There is one other major benefit of the foil cards that few people have 
opened a lot more display boxes of Urzas Legacy than of previous sets 0 
satisfy their customers’ demands for premium cards. This has driven the 
cards way down. This won't seriously hurt the dealers, as they get a very 
mium cards, butitis certainly a great benefit to those players looking to pure 

Now on to the important stuff—just what trade value should you b 
cards? Premium card prices have been fluctuating rather wildly since th 
they’re finally settling down. An average foil common will net you about. 
an uncommon might trade at $8-12. Foil rares start at about $20 and ¢ 
a couple of the more popular singles. That number is likely to decrea 

It is very important to consider just how useful each card is in Co 
that may see a lot of play, such as Frantic Search, should easily trad 
just as “rare” as, say, About Face. The better uncommon cards should tre 
as well. Playable rare cards may often get you a trade value of $40 
tradable foil rares include Ring of Gix, Multani, Maro Sorcerer, Palin 
I've personally traded off a foil Multani for three Cursed Scrolls, 
Recurring Nightmares, and two Serra Avatars. 

Foilmania will likely settle down in the next few months, bringing p 
are a little more reasonable. I would not suggest that anyone hoard 
making a profit by selling them at a higher price in the future. On 
versions of most popular cards will remain in high demand for at least a 
card set remains legal in Standard play. 

It is yet to be determined whether premium cards will ecg a 
expansion sets. If you have an opinion, drop us a line at “Box 707" 
Renton, WA 98057-0707. 
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NorRTHWEST Houston, TX 77092 
Allegiance Games Contact: Deana Fortine 

1210 First Street Phone: (713) 680-1870 

Snohomish, WA 98290 deana@browsergames.com 


CENTRAL Kent, OH 44240 

%* Blackhills Magic Contact: Paul Burdick 
914 Main St. Phone: (330) 673-2230 
Rapid City, $0 57701 2uranguy @aol.com 
Contact: Jack Korsen Total Access Games 
Phone: (605) 343-5531 7217 Stonewall Parkway 
skorsen@rapidnet.com Mechanicsville, VA 23111 
Cosmic Comics - Helena Contact: John Bowles 
109 £. 6th Ave. Phone: (804) 559-1124 
Helena, MT 59601 total-access@mindspring.com 
Contact: Peggy Bahls Nhowest 
Phone: (406) 442-8003 % Big League Baseball Cards Supply 
cosmic @centric.net 527 N. Sheridan St, 


phd11@juno.com 

%* The Tenth Planet 
200 W. Lincoln Hwy. 
Schereville, IN 46375 
Contact: Matt Johnson 
Phone: (219) 322-2902 
merlin@netnitco.net 

NORTHEAST 

% Dragon’s Lair 
1144 New Brittain Ave, 
West Hartford, CT 06110 
Contact: Vince Seese 
Phone: (860) 231-1915 


Dragon’s Den 

3801 W. 34th St, Suite 115 
Sioux Falls, $0 57106 
Contact: Larry Kohlman 
Phone: (605) 361-4343 
dragons_den@ideasign.com 
Imagination Unlimited 
1000 N. 5th St. 
Grand Junction, CO 81501 
Contact: Verna Feuerborn 
Phone; (970) 243-2963 
Level 12 
114 W, nd St 
Casper, WY 82601 
Contact; Mark Bull 
Phone: (307) 266-5303 
splort@coffey.com 
The Splash Page - Missoula 
1900 Brook St. 
Missoula, MT 59801 
Contact: Scott Phelps 
Phone: (406) 543-9944 
scott@thesplashpage.com 


Crown Point, IN 46307 
Contact: Tim Malott 
Phone; (219) 663-7537 
save @big-league.com 
C&C Collectables 
4521 W. Beltline Highway 
Madison, WI 53711 
Contact; Darryl Wyatt 
Phone: (608) 288-1800 
c_and_c@itis.com 
Chimera Hobby Shop-Il 
425 W. College Ave. 
Appleton, WI 54911 
Contact; Bob Moses 
Phone: (920) 735-1201 
chimera @iosys.net 
Downtown Comics 
111 N. Pennsylvania St, 
Indianapolis, IN 46204 
Contact: Kevin Dolen 
Phone: (317) 237-0398 
dtc@indy.net 

Dragon Fire Comics 


drgnlair@aol.com 
Flights of Fantasy 
217 Central Avenue 
Albany, NY 12206 

Contact: Maria Perry 
Phone: (518) 433-8803 
fof@albany.net 
Heavenly Collectibles 
883 72nd St. 

Brooklyn, NY 11228 
Contact: Reynaldo Torres 
Phone: (718) 921-0450 
Jam’s Comic Connection 
435 King St. 

Littleton, MA 01460 
Contact: Joan Sekelsky 
Phone: (978) 486-1099 
jamscomics@aol.com 


« Lenox Sportscards & Gaming 


55 Pittsfield Rd, 

Lenox, MA 01240 
Contact: Bill Mitkotf 
Phone: (413) 637-3243 


Contact: David Gerrard 
Phone: (360) 568-1785 
renegade37 @worldnetattnet 
Emerald City Comics 
770 E. 13th 

Eugene, OR 97401 
Contact: Stuart Bracken 
Phone: (541) 345-2568 
Gambit Games 

1037 Northwest Brooks St, 
Bend, OR 97701 

Contact: Brad Irwin 

Phone: (541) 330-8196 
Games Plus 

17612 140th Ave, N.E. 
Woodinville, WA 98072 
Contact: Donald Forbis 
Phone: (425) 485-7295 
gamespls @isomedia.com 
Somerville Entertainment 
8008 W. Scardale 

Boise, 1D 83704 

Contact: Ken Somerville 


Evolution Comix 
912 Adams 

Alamagordo, NM 88310 
Contact: John Thomas 
Phone: (505) 434-9350 
evocom @wazoo.com 


Grand Slam Sports & Comics 


3436 Williams Rd, 

Fort Worth, TX 76116 
Contact: Chuck Royal 
Phone: (817) 244-7311 
magic__grandslam@hotmail.com 
Ivory & Steel 

1585 Cimarron Plaza 
Stillwater, OK 74075 
Contact: Jason Lewis 
Phone: (405) 372-3905 
ivorystl@ionet.net 
Pegasus Loft 
3808A Kemp Blvd. 
Wichita Falls, TX 76308 
Contact: Shelton Fugate 
Phone: (940) 692-7571 


1800 N.W. 86th St, 
Clive, 1A 50325 
Contact: Doug & Jeff 
Phone: (515) 270-5371 


Phone: (208) 368-5277 pegloft@wf.quik.com 

somerent@micron.net West 
SOuTHEAST % All Star Baseball 
¥%* Blackthorn 912 §. Robertson Blvd. 


o-ATLANTIC 
% All Star Comics & Cards 
1151 Quentin Rd. 


Millenium Games & Hobbies 
3047 W Henrietta Road 
Rochester, NY 14623 


Lebanon, PA 17042 
Contact: Kevin Furhman 
Phone: (717) 228-1855 


Comic 


Shop Plus 


238 5, 2ist St. 


Newark, 


OH 43055 


Contact: Gary Mockus 


Phone: 


740) 344-5471 


saless @infinet.com 
« Comicquest 


1328 C 


estnut St, 


Emmaus, PA 18049 


Contact: 
Phone: 


Tom Barnes 
610) 966-0199 


ti@enter.net 


« Game 


Trader 


428 Portage Trail 


Cuyaho 
Contact: 
Phone: 


a Falls, OH anni 
Lee McLain 
330) 922-4263 


Qtrader @raex.com 
Guardian Comics 
114 Smallwood Village 


Waldorf, 


MO 20602 


Contact: Pau! Ragsdale 

Phone: (301) 638-0898 
pragsdal@olg.com 

Legends Collectors Emporium 
1757 George Washington Memorial Hwy 
Glouchester Point, VA 23062 

Contact: Robert Bear 

Phone: (804) 642-5515 

webmaster @legendsmtg.com 


Richm 


8517 Mi 


ond Comix 
idlothian Turnpike 


Richmond, VA 23236 
Contact; Frank Miller 
Phone: (804) 330-3460 
Tichmix@cyberwks,net 


« Spellb 


inders 


257 §, Water St. 


Meet the Contributors 


Galaxy Cards & Comics 
2707 Aurora Ave. 
Naperville, IL 60540 
Contact: Dan Priefer 
Phone: (630) 778-1144 
galaxycom1 @aol.com 
Heroes Comics 
4562 Chloe 

Pikeville, KY 41501 
Contact: Ben Crisman 
Phone: (606) 432-4376 
In Your Face Comics 
2350 E, Stop 11 Rd, 
Indianapolis, IN 46227 
Contact: Alex Heminger 
Phone: (317) 888-9961 
angelal @iquest.net 
Kahok Cards 

104 §. Morrison 
Collinsville, IL 62234 
Contact: Michael Castelli 
Phone: (618) 345-6453 
dizdugout@aol.com 


Outer Limits/White Cap Comics 


1120 Burton S.W. 
Wyoming, MI 49509 
Contact; Dan Collins 
Phone: (616) 452-1348 
rex2man@aol.com 


« § & § Collectibles 


3506 8, 22nd St, 

St. Joseph, MO 64503 
Contact: Sam Bradford 
Phone: (816) 233-4413 


sandscomputing @sandscomputing.com 


Sibley Lumber Centers 
25212 Harper Ave, 

St. Clair Shores, MI 48081 
Contact: Howard Dawson 
Phone: (810) 772-2020 


Contact: Edward Fear 
Phone: (716) 427-2190 
ed @zendragon.com 


Neutral Ground - New York 


122 W. 26th St, 4th Floor 
New York, NY 10001 

Contact: Brian David-Marshall 
Phone: (212) 633-1288 
info@nground.com 


New Hampshire Magic Outpost 


761 Gandia Rd. 

Chester, NH 03036 
Contact: Raymond Anderson 
Phone: (603) 483-2276 
maroken@aol.com 
Rah Coco’s 

1063 Chalkstone Ave, 
Providence, Rl 02908 
Contact; Regan Hurst 
Phone: (401) 861-3221 
Saratoga Sci-Fi 
Wilton Mall 

Saratoga Springs, NY 12866 
Contact: Doug Chang 
Phone: (518) 584-2699 
doug @scifizone.com 
The Brass Dragon 
272 Main St. 

Torrington, CT 06790 
Contact: Brian Muhlbaier 
Phone: (860) 489-5262 
brassdragon@snetnet 


« The Game Zone 


903 Central Ave, #8 
Dover, NH 03820 
Contact: Mark Hutchinson 
Phone: (603) 749-2242 
The Grid 

687 Main St. 
Manchester, CT 06040 


1430 Highway 70E 
Dickson, TN 37055 
Contact: Mark Amoroso 
Phone: (615) 446-6057 
blkthrnt @aol.com 


Bunjee’s Books and Comics 


1414 Highway 16 W. 

Griffin, GA 30223 

Contact: Bill Phillips 

Phone: (770) 412-6723 
smivvins@aol.com 

Games & Things 

1575-C Fort Campbell Blvd. 
Clarksville, TN 37042 
Contact: Kenneth Hawkins 
Phone: (931) 553-0381 
Games Galore - Raleigh 
6570 Glenwood Ave, 

Raleigh, NC 27612 

Contact: Chris Killmeyer 
Phone: (919) 781-4263 
gamesgalore@compuserve.com 
Neutral Ground - Atlanta 
281 South Main Street 103 8 
Alpharetta, GA 30004 
Contact; Rudy Edwards 

Phone: (770) 753-0030 
efreet@mindspring.com 


« Outer Limit Comics 


100 N, Houston Lake Blvd. 
Centerville, GA 31028 
Contact: David Davenport 
Phone: (912) 953-7867 
ded127 @aol.com 
Underground Games 


83-16 Pineville-Mathews Road Suite 903 


Charlotte, NC 28226 

Contact: Jason Vogt 

Phone: (704) 543-7400 
collectablecards @perigee.net 


Los Angeles, CA 90035 

Contact: Richard Lo Scalzo 

Phone: (310) 652-2904 

allstarcards @earthlin.net 

Amazing Comics & Cards 

5555 Sterns Street Suite 103 

Long Beach, CA 90815 

Contact: Dan Farias 

Phone: (862) 493-4427 

amazingcomicscards @worldnetattnet 

Arizona Collector's Paradise 

1649 N. 74th St. 

Scottsdale, AZ 85257 

Contact: George Velez 

Phone: (602) 970-6744 

azpar@aol.com 

BCS Books & Comics 

701 Inwood Dr. 

Bryan, TX 77802 

Contact: Guy Jones 

Phone: (409) 846-7412 

jroark@txcyber.com 

Court Jesters 

1117 E Main St, #102 

Alhambra, CA 91801 

Contact: Frank Burr 

Phone: (626) 284-2607 

frank @courtjesters.com 

North Coast Role Playing 

609 E St. 

Eureka, CA 95501 

Contact; Barry Osser 

Phone: (707) 444-2288 

oss1nerp@mail.northeoast.com 
% Thunder & Lightning Cards 

1716 Colorado Blvd, 

Los Angeles, CA 90041 

Contact; Art Soghomonian 

Phone: (323) 341-5600 

tlgaming@ aol.com 


ANY QUESTIONS? 
If you have any questions or 
comments, please send them to 
<superskrull@wizards.com> 
Or: 

DPI Questions 

P.O. Box 707 

Renton, WA 98052-0707 


Complete Set 
Booster Display 
Starter Display 
Booster Pack 
Starter Deck 
Typical Common 


Air Elemental 
Ancestral Recall 
Animate Artifact 
Animate Dead 
Animate Wall 
Ankh of Mishra 
Armageddon 
Aspect of Wolf 
Bad Moon 
Badlands 
Balance 

Basalt Monolith 
Bayou 

Berserk 

Birds of Paradise 
Black Knight 
Black Lotus 
Black Vise 

Black Ward 
Blaze of Glory 
Blessing 

Blue Ward 

Bog Wraith 
Braingeyser 
Burrowing 
Camouflage 
Castle 

Celestial Prism 
Channel 

Chaos Orb 
Chaoslace 
Clockwork Beast 
Clone 
Cockatrice 
Consecrate Land 
Conservator 
Contract from Below 
Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Counterspell 
Crusade 

Crystal Rod 
Cursed Land 
Cyclopean Tomb 
Dark Ritual 
Darkpact 
jeathgrip 
eathlace 
Demonic Attorney 
Demonic Hordes 
Demonic Tutor 
Dingus Egg 
Disenchant 
isintegrate 
isrupting Scepter 
ragon Whelp 
rain Power 
warven Demo. Team 
Earth Elemental 
Earthquake 
Elvish Archers 
Evil Presence 
alse Orders 
Farmstead 
Fastbond 
Feedback 

Fire Elemental 
Fireball 
Flashfires 

orce of Nature 
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Item 


Gaea’s Liege 
Gauntlet of Might 
Glasses of Urza 


$ Gloom 

} Goblin Balloon Brigade 
$ Goblin King 

} Granite Gargoyle 

} Green Ward 


lelm of Chatzuk 
ive, The 

lowling Mine 
urricane 
lypnotic Specter 


H ice Storm 


cy Manipulator 


i llusionary Mask 
Instill Energy 
Invisibility 

} Iron Star 

} Island Sanctuary 
} Ivory Cup 

} Jade Monoith 
H Jade Statue 

H Jayemdae Tome 
H Juggernaut 

} Karma 

H Keldon Warlord 
} Kormus Bell 

i Kudzu 
} Lance 
Ley Druid 
Library of Leng 


icl 
ifeforce 
ifelace 
ifetap 


Lightning Bolt 
H Living Artifact 
: Living Lands 
: Living Wall 
{Lord of Atlantis 


ord of the Pit 
ure 


H Magical Hack 

$ Mahamoti Djinn 
¢ Mana Flare 

$ Mana Short 

} Mana Vault 

{ Manabarbs 

( Meekstone 

} Mind Twist 

: Mox Emerald 

} Mox Jet 

} Mox Pearl 

2 Mox Ruby 

; Mox Sapphire 

H Natural Selection 
¢ Nether Shadow 
$ Nettling Imp 
 Nevinyrral's Disk 
+ Nightmare 
£ Northern Paladin 
£ Obsianus Golem 
: Orcish Artillery 


reish Oriflamme 


: Personal Incarnation 
+ Phantasmal Forces 


hantom Monster 
irate Ship 
lateau 

‘ower Surge 


: Psionic Blast 
¢ Purelace 
¢ Raging River 
: Red Ward 


‘egrowth 
esurrection 


} Reverse Damage 
} Righteousness 


‘oc of Kher Ridges 


; Rock Hydra 
Rod of Ruin 
i Royal Assassin 
i Sacrifice 
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400 200 1.50 
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? Hem 


Savannah R 45.00 35.00 4 : 200 1.50 2 
: Savannah Lions 20.00 1500 300 3 ¢ Warp Artifact R 1000 600 200 2 
} Scavenging Ghoul 400 200 200 2 } Water Elemental 00 200 200 2 
H Scrubland R 45.00 3615 15.00 4 : Web R 1000 750 200 2 
} Sedge Troll R 25.00 15.00 500 3 + Wheel of Fortune R 3000 2200 700 3 
i Sengir Vampire 15.00 1000 300 3 White Knight 10 500 200 3 
: Serra Angel 25.00 1500 600 3 White Ward 300 200 150 2 
i Shivan Dragon $0.00 40.00 15.00 4 Will-O'-The-Wisp R 2000 1495 500 3 
H Simulacrum 3. 200 200 2 Winter Orb R 20.00 1500 300 3 
i Sinkhole C 16 1360 800 2 Wooden Sphere 3.00 200 200 2 
; Siren’s Call 3 200 200 2 Word of Command R 75.00 5500 2600 3 
H Sleight of Mind R 10. 9.00 300 2 Wrath of God R 40.00 3000 600 4 
} Smoke R101 750 2.00 2 Zombie Master 10.00 10, 00 2 
$ Sol Ring o0 1000 200 2 
: Soul Net 300 200 200 2 = a 
H Stasis 2. 9.00 300 3 Complete Set $4,200 $3,500 $3,000 5 
} Steal Artifact 4.00 2 200 2 } Booster Display 9800 3,000 2,500 5 
£ Stone Giant 3 2 180 2 } Booster Pack 175.00 122.50 99.00 5 
$ Sunglasses of Urza R 10.20 800 300 2 {Starter Display 2,750 2500 2000 5 
} Swords to Plowshares 14 zi 4.00 3 + Starter Deck 300,00 250.00 175.00 5 
H Taiga R 50.00 3808 15.00 4 f Typical Common 100 1.00 050 2 
} Thicket Basilisk 4.00 200 200 2 H 
houghtlace R 1000 5, 2.00 2 Air Elemental U $4.00 $350 $3.00 3 
hrone of Bone 400 200 200 2 i Ancestral Recall R 245.00 162.50 120.00 5 
imber Wolves 10.00 8.5 2.00 2 H Animate Artifact U 250 200 200 2 
+ Time Vault R 80.00 65, 10.00 3 i Animate Dead UU 300 250 200 2 
; Time Walk R 250.00 200.00 90.00 5 ; Animate Wall R 800 600 300 3 
} Timetwister R 175.00 135.00 65.00 5 ; Ankh of Mishra R 1000 800 300 3 
ropical Island R 45.00 3913 12.00 4 ; Armageddon R 4500 3000 600 4 
fsunami U 400 21 2.00 2 : Aspect of Wolf R 1000 800 400 3 
undra R 50.00 3755 1200 4 i Bad Moon R 2000 1800 500 4 
junnel 400 2 150 2 ‘ Badlands R 60.00 4000 12.00 4 


} TwoHeaded Giant of Foriys R 


56.00 25.00 3 4 
} Underground Sea © R45.00 40,00 15.00 4 } Basalt Monolith $00 433 200 2 
} Uthden Troll U 300 200 150 2 ? Bayou 8000 4000 1200 4 
i Verduran Enchantress R 10, 800 200 2 i Berserk §0.00 40,00 2000 4 
i Vesuvan Doppelganger R 40.00 30.00 13.00 3 ; Birds of Paradise 40.00 30,00 800 4 
¢ Veteran Bodyguard = =R 2500 15.50 700 3 Black Knight 1200 600 400 3 
: Volcanic Eruption R121 1000 300 2 : Black Lotus R 450,00 372.50 225.00 5 
} Volcanic Island R 1,000 30.00 10.00 3 2 Black Vise 10.00 825 3.00 2 
Wall of Air U 300 200 150 2 ? Black Ward U 250 200 200 2 
+ Wall of Bone U 300 200 200 2 } Blaze of Glory 50.00 3785 25.00 3 
} Wall of Brambles U 300 200 200 2 Blessing 7200 1000 500 3 
, Wall of Fire U 300 200 200 2 = Blue Elemental Blast C 200 100 O75 2 
} Wall of Ice U 300 200 150 2 Blue Ward 250 200 200 2 
= Wall of Stone U 300 200 150 2 ? Bog Wraith U 250 200 200 2 
} Wall of Swords U 300 200 200 2 2 Braingeyser 35.00 20.00 600 4 
} Wall of Water U 200 2 0-200 2 
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} Wanderlust 0 


SHOP THLK 
O by Alex Shvartsman 


Something Old, Something New 


As part of this months survey we wanted to learn how people around 
the country react to two of the key issues for Magic players today—the 
introduction of the premium cards and the large wave of bannings in 
Standard tournament play introduced by the DCI. 

We found that premium cards have been very well received. At 
worst, players ignore them. At best they truly embrace the idea, trying 
to collect the set or maybe introduce foil versions of their favorite cards 
into a deck. 

An opinion on the bannings is far more divided. While tournament 
players are mostly happy to see the broken combo decks leave Standard 

format, many collectors are upset to see part of their collection deval- 
ued. The redemption program helps a lot there, allowing players to 
exchange the banned rares for new packs. 


_%* How have your customers reacted to the introduction of premium 
cards? 


%* What do your customers think of the new bannings in Standard 
tournament play? 
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Camouflage 
Castle 
Celestial Prism 
Channel 

Chaos Orb 

Chaoslace 
Clockwork Beast 
Clone 

Cockatrice 
Consecrate Land 
Conservator 
Contract from Below 
Control Magic 
Conversion 

Copper Tablet 

Copy Artifact 


Mark Bull 

Splort@ caffey.com 
114 W 2nd St 
Casper, WY 82601 
307-266-5303 


Counterspell 
Crusade 
Crystal Rod 
Cursed Land 
Cyclopean Tomb 
Dark Ritual 
Darkpact 
Deathgrip 
Deathlace 
Jemonic Attorney 
lemonic Hordes 
lemonic Tutor 
ingus Egg 
isenchant 
Disintegrate 
Disrupting Scepter 
Dragon Whelp 
Drain Life 
rain Power 
Dwarven Demo. Team 
Earth Elemental 
arthbind 
Earthquake 
Elvish Archers 
Evil Presence 
False Orders 
Farmstead 
Fastbond 
Feedback 
Fire Elemental 
Fireball 
Flashfires 
Fog 
Force of Nature 
Forcefield 
Forest 
Fork 
Fungusaur 
Gaea’s Liege 
Gauntlet of Might 
Giant Growth 
Giant Spider 
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i Glasses of Urza 
> Gloom 


: Goblin Balloon Brigade 


i Goblin King 

} Granite Gargoyle 
? Green Ward 

? Healing Salve 

: Helm of Chatzuk 
Hive, The 

: Holy Armor 

} Holy Strength 

? Howl! from Beyond 
: Howling Mine 

? Hurloon Minotaur 
i Hurricane 

+ Hypnotic Specter 


: Ice Storm 
: Icy Manipulator 
¢ lusionary Mask 
Instill Energy 
Invisibility 
Iron Star 

} lronclaw Orcs 
Island 

i Island Sanctuary 
; Wvory Cup 

; Jade Monoith 

; Jade Statue 

} Jayemdae Tome 
: Juggernaut 

: Jump 

i Karma 

£ Keldon Warlord 
= Kormus Bell 

$ Kudzu 
$ Lance 
2 Ley Druid 

} Library of Leng 
© Lio 

ifeforce 
: Lifelace 
4 Lifetap 
: Lightning Bolt 

H Living Artifact 

; iving Lands 
iving Wall 

¢ Llanowar Elves 
Lord of Atlantis 
Lord of the Pit 

? Lure 

} Magical Hack 

$ Mahamoti Djinn 
Mana Flare 

= Mana Short 

i Mana Vault 

: Manabarbs 

; Meekstone 

2 Merfolk of the Pearl 
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; Mesa Pegasus 
3 Mind Twist 
} Mountain 
} Mox Emerald 
$ Mox Jet 
} Mox Pearl 
} Mox Ruby 
} Mox Sapphire 
: Natural Selection 
: Nether Shadow 

: Nettling Imp 

: Nevinyrral’s Disk 
; Nightmare 

i Northern Paladin 

} Obsianus Golem 

$ Orcish Artillery 

= Orcish Oriflamme 
Paralyze 

Pearled Unicorn 
Personal Incarnation 
Pestilence 
Phantasmal Forces 
Phantasmal Terrain 
Phantom Monster 
Pirate Ship 

Plains 

Plateau 

Power Sink 
Power Surge 
Prodigal Sorcerer 
Psionic Blast 
Psychic Venom 
Purelace 

‘aging River 

ed Elemental Blast 
Red Ward 
‘generation 
Regrowth 
Resurrection 
Reverse Damage 
Righteousness 

= Roc of Kher Ridges 
: Rock Hydra 

? Rod of Ruin 

} Royal Assassin 

} Sacrifice 

¢ Samite Healer 

} Savannah 

$ Savannah Lions 

? Scathe Zombies 

3 Scavenging Ghoul 
3 Scrubland 

: Scryb Sprites 

: Sea Serpent 

: Sedge Troll 

: Sengir Vampire 

: Serra Angel 

¢ Shatter 

} Shivan Dragon 

$ Simulacrum 

£ Sinkhole 

} Siren's Call 

} Sleight of Mind 

} Smoke 

£ Sol Ring 

; Soul Net 

Spell Blast 
Stasis 

3 Steal Artifact 
Stone Giant 

: Stone Rain 
Stream of Life 

} Sunglasses of Urza 
$ Swamp 

} Swords to Plowshares 
£ Taiga 

} Terror 

} Thicket Basilisk 

£ Thoughtlace 

: Throne of Bone+ 

: Timber Wolves 

: Time Vault 

= Time Walk 
Timetwister 
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250 200 200 
2.00 0.15 
50.00 40.00 12.00 
2500 16.00 200 
200 1.00 075 
400 200 200 
50.00 40.00 12.00 
290 1.00 O75 
200 100 075 
20.00 12.00 6.00 
1600 10.00 6.00 
25.00 1800 4,00 
200 1.00 1,00 
50.00 40.00 12.00 
300 2.00 2.00 
2000 1500 200 
400 200 200 
1200 10.00 300 
10.00 800 2.00 
25.00 15.48 2.00 
200 200 2.00 
200 1.00 O75 
1600 900 2.00 
250 200 200 
250 200 200 
200 1.00 O75 
300 1.00 1.00 
10.00 2.00 
200 1.00 0.25 
2000 1200 800 
50.00 40.00 12.00 
300 1.00 O75 
3.00 2.50 2.00 
800 550 200 
200 200 200 
1000 700 3.00 


7600 70.00 95.00 
245.00 200.00 145.00 
19500 150.00 7500 


0.48 


Item 


: Tranquility 
: Tropical Island 

$ Tsunami 

$ Tundra 

? Tunnel 

} Twiddle 

} Two-Headed Giant of Foriys 
? Underground Sea 

: Unholy Strength 

: Unsummon 

 Uthden Troll 

5 Verduran Enchantress 
2 Vesuvan Doppelganger 
; Veteran Bodyguard 

i Volcanic Eruption 

} Volcanic Island 

+ Wall of Air 
} Wall of Bone 

} Wall of Brambles 
} Wall of Fire 
} Wall of Ice 
} Wall of Stone 
£ Wall of Swords 
} Wall of Water 
: Wanderlust 
: Warp Artifact 
: Water Elemental 
; Wel 
; Wheel of Fortune 
; White Knight 
: White Ward 
+ Wild Growth 
} WillO'-The-Wisp 
2 Winter Orb 
} Wooden Sphere 

? Word of Command 
2 Wrath of God 

: Zombie Master 
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; Complete Set 
: Booster Display 
: Booster Pack 
} Starter Display 
} Starter Deck 

} Typical Common 


Air Elemental 

} Ancestral Recall 
} Animate Artifact 
} Animate Dead 

: Animate Wall 

2 Ankh of Mishra 
: Armageddon 

: Aspect of Wolf 

2 Bad Moon 

} Badlands 
Balance 

Basalt Monolith 
Bayou 

Berserk 

Birds of Paradise 
Black Knight 
Black Lotus 
Black Vise 

Black Ward 
Blaze of Glory 
Blessing 

Blue Ward 

Bog Wraith 
Braingeyser 
Burrowing 
Camouflage 
Castle 

Celestial Prism 
Channel 

Chaos Orb 
Chaoslace 
Clockwork Beast 
Clone 
Cockatrice 
Consecrate Land 
Conservator 
Contract from Below 


High Med Low TR 


C 200 100 O75 2 
R 80,00 40.00 1200 4 
250 2.00 200 2 
R 60,00 4000 1200 4 
250 200 200 2 
C300 1.70 O78 2 
R 60.00 4588 3000 3 
R 50,00 4000 1200 4 
C 200 100 Ob 2 
C 200 100 O75 2 
400 250 200 2 
R 10.00 700 400 3 
R 4000 3500 2600 3 
R 18.00 1320 700 3 
R 10.00 800 300 3 
R 50.00 40.00 18.00 4 
300 2.25 200 2 
200 200 200 2 
250 2.00 200 2 
250 200 200 2 
U 250 200 200 2 
250 200 200 2 
400 275 200 3 
250 200 200 2 
250 200 200 2 
R 800 600 200 3 
250 2.00 200 2 
R 800 700 200 3 
R 35.00 2500 700 4 
500 800 400 4 
U 300 200 200 2 
C 200 1.00 O75 2 
R 2200 1500 600 3 
R 2500 20.00 3.00 4 
200 2.00 200 2 
R 65.00 4800 29.00 3 
R S000 3343 600 4 
R 1000 1000 500 3 
Yih Cc} 
$2,950 $2,500 $1,600 5 
3500 2375 2000 5 
51 70 4 
9000 1,875 1,500 5 
225 200 140 4 
050 025 010 1 
$3.00 $150 $1.00 1 
190.00 140.00 8000 5 
3,00 035 1 
300 1.00 050 1 
R 600 350 200 2 
R 700 400 200 2 
R 1200 800 400 4 
R 600 400 200 2 
R 10.00 800 400 3 
R 20.00 1500 10.00 4 
R 10.00 200 3 
300 100 080 1 
R 20,00 1500 10.00 4 
38,00 3000 15.00 3 
R 15.00 800 500 4 
300 200 1.00 2 
R 325.00 275.00 200.00 5 
300 200 1.00 1 
125 1.00 0.25 
R 40.00 2850 1500 
R 6.00 500 200 2 
1.25 1.00 0.25 
300 1.00 035 1 
R 15,00 9.00 300 3 
200 1.00 0.35 
1000 600 250 1 
300 100 050 1 
200 100 0.25 
U 300 100 050 1 
70.00 60.00 35.00 
R 600 300 050 2 
R 600 400 200 2 
U 800 505 100 2 
R 1000 500 250 2 
1500 800 300 1 
200 1 0.25 1 
R 375 100 2 


Control Magic 
Conversion 
Copper Tablet 
Copy Artifact 
Counterspell 
Crusade 

rystal Rod 
ursed Land 
Cyclopean Tomb 
Dark Ritual 
jarkpact 
jeathgrip 
Deathlace 
lemonic Attorney 
lemonic Hordes 
monic Tutor 
Dingus Egg 
isenchant 
Disrupting Scepter 
ragon Whelp 
Drain Power 
Dwarven Demo. Team 
Earth Elemental 
Earthbind 
Earthquake 
Elvish Archers 
Evil Presence 
alse Orders 
Farmstead 
Fastbond 
Feedback 

Fire Elemental 
Fireball 
Flashfires 

‘orce of Nature 
Forcefield 

Fork 

Fungusaur 
Gaea'’s Liege 
Gauntlet of Might 
Glasses of Urza 
Gloom 

Goblin Balloon Brigade 
Goblin King 
Granite Gargoyle 
Green Ward 
Guardian Angel 
lelm of Chatzuk 
ive, The 

lowl from Beyond 
lowling Mine 
urloon Minotaur 
urricane 
lypnotic Specter 
ice Storm 

cy Manipulator 
lusionary Mask 
nstill Energy 
visibility 

ron Star 

sland Sanctuary 
Ivory Cup 

Jade Monoith 
Jade Statue 
Jayemdae Tome 
Juggernaut 
Jump 

Karma 

Keldon Warlord 
Kormus Bell 
Kudzu 

ance 

ey Druid 

ibrary of Leng 
ich 

ifeforce 

ifelace 

ifetap 

ightning Bolt 
iving Artifact 
iving Lands 
iving Wall 
lanowar Elves 
ord of Atlantis 
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High Med Low TR 


3 2.00 1.00 1 
200 1.00 035 1 
10.00 800 1.00 1 
1200 700 300 3 
300 200 025 2 
900 750 300 3 
2.00 100 025 1 
2.00 1.00 035 1 
55.00 40.00 20.00 3 
100 050 020 1 
600 350 100 2 
2.00 1.00 O50 1 
5.00 300 050 2 
6.00 300 1,00 2 
15.00 11.95 600 2 
10.00 600 1.00 2 
00 4.00 200 2 
030 0.20 1 
6 4.00 200 2 
00 2 1.00 1 
600 4. 2.00 2 
5 3.00 1 
2.00 1.00 035 1 
089 050 020 1 
00 5, 2.00 3 
vi 5 3.00 2 
200 1.00 025 1 
3.33 2.00 0.20 1 
6 4 2.00 2 
6 2.00 2 
2 at] 35 1 
2.00 1 080 1 
00 050 020 1 
2.00 1.00 050 1 
1000 8 3,00 2 
100.00 8 50.00 3 
25.00 1800 10.00 3 
600 500 250 2 
10.00 598 300 2 
100.00 90.00 5000 3 
200 1.00 035 1 
2.00 1.0 0 1 
2 at] 80 1 
10 6.00 300 2 
10.00 70 00 2 
125 «1.00 025 1 
75 0.25 «(0.20 1 
00 «4.00 «1.50 2 
00 500 200 2 
Of 25 0.20 1 
10. 8.00 250 3 
1 0.25 0.20 1 
i 00 1.00 1 
5.00 3.00 1.00 1 
24.00 171.00 800 2 
35.00 2568 10.00 4 
40.00 33.00 10.00 3 
3 1.00 1,00 1 
5 275 0.20 1 
3.00 1.00 025 1 
600 400 1.50 2 
4 1.00 0.25 1 
10 4.00 1,00 2 
1500 1195 1.00 1 
10.00 500 200 2 
600 400 1.00 2 
100 0.25 020 1 
3.00 1.00 080 1 
3.01 50 1.00 1 
6.00 4.00 150 2 
$00 4.00 125 2 
2 00 0.50 
2 00 035 
3 1.00 0.25 
45.00 40.00 20.00 3 
3.00 1.00 0.50 
5.0 00 O50 2 
2.00 1.00 035 1 
3.01 00 0.20 
6 400 200 2 
5.00 300 150 2 
4.0 50 0.50 
100 0.25 020 
8 6.00 300 2 
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: Lod of the Pit R 
: Lure U 
} Magical Hack R 
$ Mahamoti Djinn 
: Mana Flare R 
H Mana Short 
} Mana Vault 
? Manabarbs 
? Meekstone 
: Mesa Pegasus 
; Mind Twist 
? Mox Emerald 
} Mox Jet R 
H Mox Pearl 
3 Mox Ruby R 
: Mox Sapphire R 
? Natural Selection R 
Nether Shadow R 
> Netting Imp U 
? Nevinyrral’s Disk R 
} Nightmare R 
} Northern Paladin R 
} Obsianus Golem U 
} Orcish Artillery U 
} Oroish Oriflamme U 
} Pearled Unicorn C 
} Personal Incarnation R 
: Pestilence C 
} Phantasmal Forces =U 
: Phantasmal Terrain = C 
? Phantom Monster U 
} Pirate Ship R 
? Plateau R 
$ Power Sink C 
} Power Surge R 
} Prodigal Sorcerer C 
} Psionic Blast U 
: Psychic Venom C 
: Purelace R 
; Raging River R 
> Red Elemental Blast 
2 Red Ward U 
: Regeneration C 
: Regrawth U 
} Resurrection U 
? Reverse Damage R 
} Righteousness R 
} Roc of Kher Ridges 
Rock Hydra R 
? Rod of Ruin U 
R 
U 
C 
R 
R 
C 
U 
R 
C 
R 
U 
U 
Cc 
R 
U 
C 
U 
R 
R 
U 
U 
C 
R 
U 
U 
C 
R 
U 
R 
C 
U 
R 
U 
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> Royal Assassin 
> Sacrifice 

: Samite Healer 
H Savannah 

; Savannah Lions 

2 Scathe Zombies 

: Scavenging Ghoul 

¢ Scrubland 

} Sea Serpent 

2 Sedge Troll 

= Sengir Vampire 

: Serra Angel 

> Shatter 

= Shivan Dragon 

} Simulacrum 

} Sinkhole 

: Siren’s Call 

= Sleight of Mind 

: Smoke 

: Sol Ring 

i Soul Net 

; Spell Blast 

Stasis 

? Steal Artifact 

£ Stone Giant 

> Stream of Life 

= Sunglasses of Urza 
= Swords to Plowshares 
= Taiga 

: Terror 

Thicket Basilisk 

: Thoughtlace 

; Throne of Bone 

: Timber Wolves 


High-Med Low TR +/ 


12.00 
3.00 
6.00 
1200 8. 
800 6. 
600 5 
10.00 51 
5.00 4. 
600 4. 
100 025 02 
600 450 2) 
175,00 140.00 100.0¢ 
175.00 150.00 100, 
175.00 150.00 100, 
175,00 150.00 100, 
195.00 
30.00 
6.00 
3.00 1.00 1.00 
1200 800 400 4 

00 

00 
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1200 800 5, 
800 6.4 
200 1.0 .50 
2.00 1.0 35 
2.00 1.0 .50 
1.00 
6.00 
100 0.25 02 
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} Time Vault R 


High Med 


? Bad Moon 


High Med Low TR 


65.00 55.0 3 : R fl 
: Time Walk R 195.00 165.00 100.00 5 ; Badlands R 15.00 1200 1000 4 
? Timetwister R 140.00 120.00 8000 5 ? Balance R 600 452 300 
2 Tropical Island R 2000 1500 10.00 4 ? Basalt Monolith U 200 100 025 
2 Tsunami 200 1.00 080 1 ? Bayou R 15.00 12 800 4 
? Tundra 20.00 15.00 10.00 4 : Birds of Paradise R 800 6 5.00 4 
: Tunnel U 200 100 035 1 ? Black Knight 200 1 0.50 
2 Twiddle C 1.00 050 0.20 1 > Black Vise 300 100 050 
} TwoHeaded Giant of ForiysR 48.00 40.00 20.00 3 > Black Ward U 100 050 025 
2 Underground Sea =»«R_-«20.00 15.00 1000 4 Blessing R600 1.00 1 
2 Uthden Troll 300 100 050 1 Blue Elemental Blast 035 0.25 0.05 
? Verduran Enchantress R 500 400 200 2 2 Blue Ward 1.00 0.25 
} Vesuvan Doppelganger R 25.00 2000 1200 3 ? Bog Wraith 00 075 025 
? Veteran Bodyguard R 1020 700 300 2 ottle of Suleiman R am 2. 100 1 
2 Volcanic Eruption R 6 4 200 2 raingeyser R990 7 3.50 
: Volcanic Island R 2000 1500 1000 4 rass Man U 00 0.59 25 
: Wall of Air U2 1 0.50 1 } Burrowing U yee 0.75 iei02h 
3 Wall of Bone Uo 1 035 1 : Castle U- 100-075 = (025 
3 Wall of Brambles U 2.00 1.0 30 1 ? Celestial Prism U 100 «(075 (025 
: Wall of Fire U Be 1 35 1 5 Channel U 1.50 088 025 1 
} Wall of Ice U2 1 50 1 } Chaoslace R 300 149 050 1 
} Wall of Stone U2 1 50 1 ? Clockwork Beast R 400 249 1.00 1 
2 Wall of Swords U i 1 50 1 > Clone U 600 500 075 2 
} Wall of Water 200 100 050 1 ? Cockatrice R 500 365 200 1 
: Wanderlust 200 100 050 1 ; Conservator 4.00 050 0.25 
2 Warp Artifact R 600 350 100 2 ; Contract from Below R 500 300 1.00 1 
; Water Elemental 200 1) 080 1 : Control Magic U 300 200 O75 1 
? Web R 500 400 200 2 Conversion 100 050 025 
; Wheel of Fortune R 1600 1300 400 3 ; Copy Artifact R 800 573° 260 2 
White Knight U 300 200 1.00 2 : Counterspell 200 100 050 
3 White Ward U 1.25 «1.00 «025 1 : Crumble 100 063 025 
3 Wil-O'-The-Wisp R 900 600 300 2 : Crusade R 800 600 400 2 
; Winter Orb R 10.00 500 200 3 ; Crystal Rod U 100 075 
3 Wooden Sphere U 200 1.00 025 1 ? Cursed Land 100 0.63 
: Word of Command R 8000 40.00 2000 2 } Dancing Scimitar R 300 250 
: Wrath of God R 1500 800 400 4 2 Dark Ritual C 035 0.23 
2 Zombie Master R 2 ? Darkpact 


COMIC SHOP PLUS 


vst 


YWIND-ATLAN 


Gary Mockus 

sales@ comicshopplus.com 
235 § 2ist Street 

Newark, OH 43055 

(740) 344-5471 


Foils have gone over better than | could have imagined. Collectors especially are enjoying 
them, and players want them in decks. 


Bannings are getting old: That's probably the chief complaint. New players get into the game 
and get frustrated at not being able to use the cards they buy. We hope Wizards of the Coast 
will spend more time playtesting new sets to spot some of the crazy combos so that they do 
not have to ban cards anymore. 


: jeathgrip U aoe = 0.50 7025) 1 
: : aise : Deathlace R 300 188 1.00 
: Po REVISED 2 Demonic Attorney R 429 300 1,00 1 
2 Complete Set $325 $275 $200 4 ? Demonic Hordes R 1400 800 600 2 
§ Booster Display 450 300 250 5 : Demonic Tutor 6.00 4.00 1,00 2 
: Booster Pack 13.75 973 695 4 jesert Twister 129 100 0,25 
> Starter Display $60 250 200 5 ingus Egg 400 300 1.00 1 
Starter Deck 35 25 20 4 isintegrate C 050 0.25 | 0.05 
: Typical Common 0.25 010 005 : Disrupting Scepter 400 300 150 2 
: Dragon Engine 300 200 050 
? Air Elemental $1.29 $1.00 $0.50 } Dragon Whelp U 250 100 050 
fi Aladdin's Lamp 300 200 1.00 : Drain Life C #035 «(0.25 = 0.05 
? Aladdin's Ring 300 225 1.00 } Drain Power 400 300 150 
: Animate Artifact U 100 059 025 1 H Dwarven Weaponsmith 100 075 Zo 1 
? Animate Dead 100 090 050 1 > Earth Elemental 100 0.75 0.25 
> Animate Wall R 300 200 1.00 1 ? Earthbind C 050 019 005 0 
: Ankh of Mishra 400 300 1.50 2 Earthquake 600 400 200 3 
? Armageddon R 900 600 §00 4 ; Ebony Horse 300 200 1.00 
? Armageddon Clock 300 229 1.00 1 : ELHajaj 400 300 1.00 
Aspect of Wolf 40 300 200 1 2 Elvish Archers 400 3.00 200 
; Atog C 029 023 005 ; Energy Flux U 100 050 025 
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(Advertiser Index — 

AD 

CODE ADVERTISER PAGE 

1 1999 Canadian Nationals (Wizards) ...... 125 
http://www.wizards.com . 

2 1999 US Nationals (Wizards) ............ OBC 

3 Baldur's Gate (Interplay)................ 18 
http://www.interplay.com/bgtales 

4. Gyber Warton.) ee oes 40 
http://www.rubiesofeventide.com 

5 Dark Side Comics..... Slur seme sae 120 

6 DG dudqee ee re ocean 106 
Duelist Contest ....................... 34-35 

7: Endor (Decipher)a2) 32 ee oe 13 
http://www.decipher.com 
Franklin Mint.............. Bel at eae 47 

8 Game Camp Contest (Wizards)........... 5 

9 Gathering of Developers................ 39,41,43,45 

10 GenCon (Wizards)...................-. 85 

11. GP Washington, DC (Wizards)........... 44 

12 Hastur's Hobbies...................... 120 
http://www.xmission.com/~hastur 

(3) iguanas: ee ee ee 119 
http://www.iguanas-cbc.com 

14 Jade: Cocoon (Crave Entertainment) ..... 10-11 

15 MajorLeague......................... 121. 

16 Might & Magic VII(3D0)............... 128-IBC 

TH -Origins:(Wizatds)) ee 77 

18 Science Fiction Book Club.............. 16-17 
http://www.sfbc.com 

19 Shadow Madness (Crave Entertainment). . 2 

20 Shattered Light (Simon & Schuster) ...... 88 

2A Stare Gityas ce a ees a 120 

22 Super Series 1999 (Wizards) ............ 79 

23 Super Series Champs (Wizards) ......... 95 

24 Thunder & Lightning................... 121 
http://www.tilcards.com 

25 Torment (Interplay) .................... 6-7 
http://www.planescape-torment.com 

26 Total Annihilation (GTI/Cavedog) ........ IFC-1 
http://www.cavedog.com 

27: Wrolk@eloade. ce oe 123 
http://www.trollandtoad.com 

28 Urza's Destiny (Wizards)................ 13 


29 Urza's Destiny Events (Wizards) ......... 15 


The publisher does not assume liability for errors or 
omissions due to last-minute changes to this index. 


Concerning PC Games 
Which of the following PC games do you own/play? (check all that apply) 


LIST 


Total Annihilation CJ Tomb Raider 2/3 Age of Empires 
Final Fantasy VII Myth/Myth 2 Rogue Squadron 
StarCraft Heroes of Might & Magic 2/3 ( Baldur’s Gate 
 Dousa favor C&C Tiberion Sun Might and Magic VI Quake 2 
. Unreal Half Life OC None 
and you could win a pei 


Duelist Subscription and 
a display box of boosters 


—for free! 


What PC game do you currently play most often? 


Concerning Console Games 
Which of the following console games do you own/play? (check all that apply) 


WCW/NWO Revenge Cl Tekken 3 CJ Metal Gear Solid 
Duke Nukem C Resident Evil 2 LC Zelda 64 
Rate Our Magazine (S=excellent, 1=poor) Mortal Kombat 4 CJ Yoshi’s Story O Gran Turismo 
How do you rate The Duelist™ overall? 5O 40 30 20 10 O Goldeneye 007 O Crash Bandicoot 2 or 3 C) MLB 99 
How do you rate the articles overall? 5 4 3 2 10 = oo 2 Tenchu CI None 
How do you rate the art/layout overall? 50 40 30 20 1 2 | 


List and rate your most favorite articles: What video game do you currently play most often? 


] 3 10 
40 30 20 1 Concerning Online Gaming Services 
OO 4 3 1 
( : ; Gamestorm Internet Gaming Zone 
t | Hy 
List and rate your least favorite articles: TEN WON.net 

5 4 3 2 1 Mplayer MPG NET 
4H 30) 2U 1 Heat.net Battle.net 

5 4 3 2 1 Other. 


What is the one improvement you would like to see The Duelist make? 


Tell Us about Yourself 


Which of the following gaming services do you subscribe to/use? (check all that apply) 


Name 
Address, 
City State Zip. 
How many TCG tournaments have you attended in the past year? Phone ( ) Today's date 
e Birth month/year: 
ee Are you a Duelist subscriber? Yes No 
6-10 Male Female 
=Een Which one Magic: The Gathering expansion was the most current when you start- 
‘ F ed playing? 
= currently play any TCGs besides Magic? sans lay baleall corciv-de you own 
Yes-Which one primarily? Less than 500 L 1501-3000 () 6000+ 
Would you like The Duelist to provide more coverage of this TCG? a01-1500 3001-6000 
CYes Yes, I’d be happy to have you contact me about my thoughts on The Duelist. 
CONo Email address 
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ya 


below that correspond with the advertisement, complete your name and 
address, and drop it in the mail. 


D=L Del Rey Books is a leading publisher of 


lative fiction whose best-sellin 
R=Y = includes: Terry Brooks, rar C. Clarke, Bed ah Ser essed 
David Eddings, Anne McCaffrey, R.A. Salvatore, and 
Margaret Weis & Tracy Hickman. Del Rey Books wants to know... 1 
Yes NO 2 
1. Do you read more than one book a month? Q Q 3 
2. Do you read books that are not gaming related? Q Q 4 E 
3, Have you ever bought books over the Internet? Qa = § 
4. Have you seen our advertisement for The Demon Spirit ; 
by R.A. Salvatore? Q Q a 
5. Have you seen our advertisement for Nightsword 
by Margaret Weis & Tracy Hickman? Q Qa 
NAME : 
ADDRESS 
CITY STATE ZIP 
PHONE EMAIL 


Card must be returned by August 31, 1999 


DUELIST 


Do us a favor, and you could win a 
Duelist Subscription and a display box of boosters! 
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Item High Med Low TR + : Item High Med 


Low TR + 2 Item High Med Low TR + > Item High Med Low TR 


? Deathlace 


Evil Presence U 100 075 1  Purelace R 300 200 050 1 : i R 400 225 1.00 

Eye for an Eye R 400 300 200 1 : Reconstruction C 050 019 005 0 ? Abomination U $1.00 $073 $025 1 ¢ Desert Twister U 400 063 025 

Farmstead R 400 300 100 1 $ Red Elemental Blast C 035 025 005 0 Air Elemental U 400 093 035 1 : Detonate U 400 0 035 

Fastbond R 600 479 200 1 : Red Ward U 100 050 025 1 i Aladdin's Lamp R 400 300 150 1 $ Diabolic Machine U 10 0 0.25 

Feedback U 100 050 025 1 ‘ Regrowth U 349 200 O50 2 ? Aladdin's Ring R 488 300 200 1 Dingus Egg R 400 31 200 

Fire Elemental U; 10) 079 O25 1 : Resurrection U 300 100 025 1 ; Ali Baba U 100 050 035 1 Disrupting Scepter R 400 3) 2.00 

Fireball C 050 025 005 0 : Reverse Damage R 600 300 200 1 : Angry Mob U 100 063 025 1 Divine Transformation U 140 085 035 

Flashfires U 700 055 025 1 = Reverse Polarity U 100 «063 025 1 Animate Artifact U 100 050 025 1 Dragon Engine R 400 3) 1.00 

Flying Carpet R 300 200 100 1 d Righteousness R 429 300 200 1 i Animate Dead U 100 063 025 1 Dragon Whelp U 200 «100 050 

Force of Nature R 800 600 300 2 ; Roc of Kher Ridges R 700 500 300 1 “3 Animate Wall R 400 300 1.50 1 Drain Power R 408 3, 2.00 1 

Fork R 2000 15.00 1000 3 : Rock Hydra R 1200 800 300 1 : Ankh of Mishra R 400 300 200 1 Earth Elemental Ui 100) 075° O25 1 
Fungusaur R 400 300 200 1 : Rocket Launcher R 600 300 1.00 1 : Armageddon R 800 600 300 4 Earthquake R $00 400 200 2 

Gaea’s Liege R100, 4 250 1 ; Rod of Ruin U 100 050 025 1 : Armageddon Clock R 400 300 150 1 Ebony Horse R 400 300 1.00 

Glasses of Urza U 0G) 0.75 7/025: 1 : Royal Assassin R 15.00 10.00 750 3 2 Ashes to Ashes U 100 050 025 1 Elder Land Wurm R 400 300 200 1 

Gloom U 1.00 «100 050 1 : Sacrifice U = 100 050 025 1 i Ashnod’s Battle Gear U 1.00 050 035 1 El-Hajjaj R 400 3, 2.00 1 

Goblin Balloon Brigade U 1.00 075 0,25 1 } Savannah R 15.00 12.00 10.00 4 ? Aspect of Wolf R 400 300 200 1 Elven Riders Ui Te 0.75 03m 1 

Goblin King R 606 4.00 300 2 Savannah Lions R 600 400 300 3 : Backfire U 100 050 025 1 Elvish Archers R 400 3, 2.00 

Granite Gargoyle R 800 600 300 2 Scavenging Ghoul U 100 050 025 1 E Bad Moon R 700 500 300 4 Energy Flux U 100 0 0.25 1 

Green Ward U 100 050 025 1 Scrubland R 15.00 1200 1000 4 ? Balance R 600 400 200 2 Evil Presence U 100 050 025 1 
Guardian Angel C #050 019 005 0 Sedge Troll R 800 505 260 2 Ball Lightning R 1000 800 400 3 Eye for an Eye R 408 300 200 1 

Helm of Chatzuk R go 2 1,00 1 Sengir Vampire U 500 350 100 2 Birds of Paradise R 800 6.00 300 4 Feedback UU 100 «0.50. 025 

Howling Mine R 800 6 400 3 Serendib Efreet R $00 625 400 3 Black Knight U 200 1.00 050 1 Fellwar Stone US 160: =0.88 08 1 
Hurkyl’s Recall R 300 2 050 1 Serra Angel 6.00 500 200 2 Black Mana Battery R 400 300 200 1 Fire Elemental Ui RO 075 | 26 

Hurricane U 706 0.75 7 05 1 Shatterstorm 200 1.00 025 1 Black Vise U 200 100 O50 1 Fireball C O80 013 005 

Hypnotic Specter U 300 200 100 1 Shivan Dragon R 18.00 14.75 800 4 Black Ward U 100 050 025 1 Flashfires U 108 050 025 

Instill Energy U7 to) 075 025 1 Simulacrum U 100 059 0.25 1 Blessing R 429 300 200 1 Flying Carpet R 400 300 1.50 

Iron Star U 100 050 025 1 Siren's Call U 100 075 025 1 Blight Ui te 073: O35 1 Force of Nature R 800 595 

Island Fish Jasconius R 400 215 1,00 1 Sleight of Mind R 400 300 1.00 1 Blue Mana Battery R 400 300 200 1 : Fungusaur R 400 300 

Island Sanctuary R 400 300 100 1 Smoke R 400 250 100 1 Blue Ward U 100 050 025 1 3 Gaea’s Liege R 600 363 

Wory Cup U = 1.00 050 025 1 Sol Ring 600 4.00 075 2 Bog Wraith U 100 050 025 1 : Ghost Ship U 1.00 

Wvory Tower R 600 400 250 2 Sorceress Queen R 700 500 250 1 Bottle of Suleiman R 400 3.00 1 : Glasses of Urza UU 100 

Jade Monolith R 300 200 100 1 Soul Net 100 050 025 1 Brass Man U 100 0.50 1 ? Gloom UU 1,00 

Jandor’s Ring R 400 225 100 1 Stasis R 600 400 200 2 Bronze Tablet R 400 3.00 1 ? Goblin Balloon Brigade U 1.00 

dJandor’s Saddlebags R 3.00 215 1,00 1 Steal Artifact U 100 075 025 1 Burrowing U 100 0.50 1 i Goblin King R600 

Jayemdae Tome R $00 400 150 1 Stone Giant U 100 063 025 1 Carrion Ants U 308 = 1.00 1 ? Greed R400 

Juggernaut Ui oOo 325 075 1 wunglasses of Urza R 400 250 100 1 Castle U 100 050 1 3 Green Mana Battery R 400 

Karma U0 075 025 1 Swords to Plowshares 229 150 050 1 ave People U 108 0.50 1 ? Green Ward UU 100 

Keldon Warlord U 200 100 O50 1 R 1500 1200 800 4 : 

Kird Ape 100 027 010 0 R 600 300 100 1 

Kormus Bell R 300 275 100 1 2 The Rack U 200 100 025 1 KAHOK CARDS 
Kudzu R 400 300 100 1 i Thicket Basilisk U 100 099 050 1 

Lance 100 #075 0625 1 : Thoughtlace R 300 150 050 1 Michael Castelli 
Ley Druid 100 063 025 1 : Throne of Bone U 100 050 025 1 a 

Library of Leng 100 075 025 1 : Timber Wolves R 300 290 1,00 1 dizdugout@ao 
Lifeforce U 100 0687 025 1 ‘ Titania's Song R 300 250 100 1 104 § Morrison 
Lifelace R $00 175 095 1 $ Tropical Island R 1500 1200 800 4 ee 

Lifetap U 100 050 025 1 Tsunami U 100 075 025 1 Collinsville, 1k 62234 
sontring Batt 100 4075 025 1 ; Tundra R 16.00 1200 800 4 (618) 345-6453 
Living Artifact R 300 250 100 1 > Tunnel U 100 075 025 1 

Living Lands R 300 250 100 1 ; Underground Sea R 00 1200 1000 4 “ 

Living Wall Uo 280 42079 «025 1 : Uthden Troll U 100 090 025 1 ; + “ iti ji 
Shed 1 oe F t veriuan Endure: R feat 300 Oe Foils are a good thing. It makes buying a pack more exciting, as you can get something extra 
Lord of Atlantis R 600 425 250 1 = Vesuvan Doppelganger R 22.00 1500 1000 3 ~ for free, Adds more bang for the buck. 

Lord of the Pit R 800 595 300 1 : Veteran Bodyguard R 925 500 300 2 

Lure Ui) 150 075 025 1 i Volcanic Eruption R 400 300 100 1 

Magical Hack R 600 300 200 1 Volcanic Island R 1500 1200 10.00 4 The response to the bannings has been very negative here. Players dodn’t feel that many cards 
Magnetic Mountain = RG) 200 ay 3p Wal of A Ue os ae needed to be banned. Cards like Lotus Petal don’t seem broken to anyone here, and players 
Mahamoti Djinn R 800 600 450 4 Wall of Bone U = 100 050 025 1 

Mana Flare R 600 413 250 2 ? Wall of Brambles = U«1,00 «050025 1 want to know why Time Spiral and Dream Halls both needed to be banned. 

Mana Short R 500 300 200 1 H Wall of Fire U 100 050 025 1 

Mana Vault R 600 340 100 2 } Wall of Ice U 100 050 025 1 

Manabarbs R 400 300 150 1 } Wall of Stone U 100 055 0.25 1 H : 

Meekstone R 500 340 1.60 1 } Wall of Swords U 100 075 025 1 } Celestial Prism { 1 } Helm of Chatzuk R400 300 1.50 

Mijae Djinn R 600 400 200 1 + Wall of Water U 100 050 025 1 $ Channel U 400 050 025 1 ? Howling Mine R 

Millstone R 700 500 300 2 £ Wanderlust U 1.00 063 025 1 ? Chaoslace R 400 200 095 1 }  Hurkyl's Recall R 

Mind Twist R 600 300 1,00 1 } Warp Artifact R 300 200 095 1 } Clockwork Avian R 500 300 200 1 ? Hur Jackal R 

Mishra’s War Machine R 3,00 200 1.00 1 : Water Elemental U = 1.00 050 025 1 ? Clockwork Beast 400 300 200 1 d Hurricane U 

Nether Shadow R 400 300 100 1 ? Wel R 300 250 100 1  Cockatrice R 500 300 200 1 } Hypnotic Specter =U 

Nettling Imp 200 1.00 050 1 i Wheel of Fortune = R 1200 9.00 500 3 Colossus of Sarda = R 600 500 200 ? Inferno R 

Nevinyrral’s Disk R 800 600 400 4 i White Knight U 200 1.00 050 1 3 Conservator U- 1,00 50 | Oa) 1 d Instill Energy U 

Nightmare R 1000 700 500 2 } White Ward U 100 050 025 1 Control Magic 200 1.00 050 Iron Star U 

Northern Paladin R fiom = «§.00 ese: 1 : Will-O’-The-Wisp R 700 500 300 2 : Conversion 1.00 050 0.25 : Island Fish Jasconius = R 

Obsianus Golem 100 075 0.25 1 5 Winter Orb R 700 500 300 4 ? CoP: Artifacts 200 088 035 : Island Sanctuary R 

Onulet R 300 175 O50 1 B Wooden Sphere U 100 050 025 1 ? Coral Helm R 400 300 1.50 : Wory Cup U 

Orcish Artillery 1.00 «(0.75 «(025 1 ; Wrath of God R 1000 700 500 4 : Cosmic Horror R 400 300 200 1 ; Ivory Tower R 

Orcish Oriflamme 1.00 067 0.25 1 } Zombie Master R 600 300 200 1 ? Counterspell U 200 075 021 ? Jade Monolith R 

Omnithopter 100 055 025 1 3 : Crimson Manticore 400 300 150 1 : Jandor’s Saddlebags 

Personal Incarnation R 500 3.00 200 1 i ? Crumble U 100 050 025 ? Jayemdae Tome R 

Phantasmal Forces U 1.00 050 025 1 = Complete Set $250 $210 $125 3 ? Crusade R 700 500 200 2 ? Juntin Efreet U 

Phantom Monster =U 1,00 0.75 025 1 } Booster Pack 495 3.25 295 2 ? Crystal Rod U 100 050 025 1 2 Karma U 

Pirate Ship R 300 250 100 1 ? Booster Display 135 «(105s 18 3 ? Cursed Land U 100 O50 025 1 } Keldon Warlord U 

Plateau R 1500 1200 800 4 Starter Deck 1995 «10895 2 } Cursed Rack U 100 075 025 1 : Killer Bees U 

Power Surge R 300 300 100 1 : Starter Display 135 = 100 1 3 : Dancing Scimitar R 400 300 1801 5 Kismet U 

Primal Clay R 1 0 1 ? Kormus Bell R 


: Typical Common 025 010 005 : Deathgrip 100 050 025 


Item Med Low TR + ‘tem High Med Low TR + 3 Item High Med N /- : Item ; High Med Low TR 


; Dingus Egg 3.00 1.50 
: Disrupting Scepter 3.00 2.00 
} Divine Transformation : 0.85 025 
} Dragon Engine | 3.00 1.00 
2 Drain Power oo 3.00) 180 
3 Dust to Dust 050 025 


8 


3.00 1 
1.00 1 
1.00 1 
300 200 1 
0.50 1 
473 200 2 ; 
300 200 1 } Dwarven Catapult 100 059 025 
1 
4 
1 
4 
1 
1 


} Web 

} Whirling Dervish 

? White Knight 

} White Mana Battery 
} White Ward 

? Will-O’-The-Wisp 


Land Tax 200 1 i Savannah Lions 600 4 2.00 
Leviathan i a 200 } Scavenging Ghoul 100 0. 025 
Ley Druid I J 0.25 $ Segovian Leviathan 100 0. 025 
Library of Leng E } 0.25 } Sengir Vampire 500 345 0.50 
Lifeforce : I 025 3 Serra Angel 600 4: 050 
Lifelace ‘ 00 1.00 Shapeshifter 100 075 025 
ifetap 0.25 H Shivan Dragon 450 : Winds of Change 
ightning Bolt 0.05 10} Simulacrum 100 050 0.25 ? Winter Blast 


2 
1 
1 
1 
2 
1 
4 
1 ? Dwarven Hold : 3.00. 1.50 
iving Artifact 1.50 > Sindbad 100 0. 025 1 ? Winter Orb 

1 

1 

1 

1 

1 

1 

1 

2 

1 


073 025 i 
4.00 2.00 } Dwarven Ruins 00 075 025 


iving Lands 2.00 ; Siren’s Call 100 0: 0.25 Wooden Sphere 050 0.25 ; Earthquake 40 
Lord of Atlantis 2.00 Sleight of Mind 3.00 2.00 
Lord of the Pit 2.00 } Smoke 400 300 200 
ure } Sorceress Queen 500 4 2.00 
Magical Hack 2.00 Soul Net 100 050 0.25 
Magnetic Mountain 1.00 Spirit Link 300 1.00 * 035 
Mahamoti Djinn 3.00 > Spirit Shackle 1.00 0. 0.25 
Mana Clash 2.00 b Stasis 6.00 2.00 


Mana Flare 2.00 ? Steal Artifact 100 0, 0.25 


> Wrath of God 6.00 3.00 $ Ebon Stronghold 0.75 


+ Xenic Poltergeist 3.00 1.50 : Elder Druid 
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Zombie Master 300 2.00 Elkin Botle 


? Elven Riders 


¢ 
2 
1 
1 
1 
1 
1 
1 
1 
2 
1 
1 
1 
H } Elvish Archers f { 50, 1 
al 
1 
1 
1 
1 
1 
i 
1 
it 
1 
1 
1 
1 
2 


: Complete Set $350 $250 $100 ? Energy Flux 

? Booster Pack @ 295 | 280 } Evil Eye of Orms-By-Gore 

; Booster Display 89 79 ; Evil Presence 

§ Starter Deck 8.95 8 ? Eye for an Eye 
Starter Display 89 H Fallen Angel 


i Typical Common 0.10 ? Feedback 
NORTHERST } Feldon's Cane 
Brian David-Marshall * Abbey Gargoyles $0.75 $0. } Fellwar Stone 


FwoMmwwomnwnwwoe 
Ss 


‘ { | Abyssal Specter 1.00 H Feroz's Ban 
Mn o@ngroun COM Adarkar Wastes 4.49 : Fire Drake 


122 W 26th Street 4th Floor AAther Storm 0 059 3 lame Spr 
Air Elemental { 1.00 ? Flashfires 


U 
U 
U 
R 
U 
U 
\ U 
New York, NY 10001 Akron Legionnaire 3.00 2 i Flying Carpet R 
(212) 633-1288 i Aladdin's Ring 00 300 1) } Force of Nature R 
Angry Mob F 075 i Forget R 
An-Hawa Constable 3.00 ? Fountain of Youth U 
Animate Dead { 0.75 } Fungusaur R 
Animate Wall 00 3.01 } Fyndhorn Elder U 
Ankh of Mishra ) 3.0 } Game of Chaos R 
Anti-Magic Aura 4 0.50 } Gauntlets of Chaos —-R 
Arenson’s Aura 050 0 } Glacial Wall 
Armageddon i 00 } Glasses of Urza 
Ashes to Ashes q I ‘ Gloom 
Ashnod’s Altar { [ : Goblin King 
Aspect of Wolf . 2.00 2 Goblin Warrens 
‘Atog b 0: } ; Greater Realm of Preserv. 
Azure Drake . ? Greater Werewolf 
Bad Moon HW 00 : Havenwood Battleground U 
Ball Lightning : i f : Hecatomb R 
Barl’s Cage 00 50 ¢ Helm of Chatzuk R 
inding Grasp 0: 025 : Hollow Trees Ra 
R 
R 


H Stone Giant 

2 Strip Mine 

} Sunglasses of Urza 
words to Plowshares 


Mana Short 

Mana Vault 
Manabarbs 
Meekstone 
Millstone 

Mind Bomb 

Mind Twist 
Mishra's Factory 
Mishra’s War Machine 
Nether Shadow 
Nevinyrral’s Disk 
Nightmare 
Northern Paladin 
Oasis 

Obsianus Golem 
Onulet 

Orcish Artillery 
Orcish Oriflamme 
Omithopter 

Osai Vultures 
Personal Incarnation 
Phantasmal Forces 
Phantom Monster 
Pirate Ship 

Power Surge 
Primal Clay 
Psionic Entity 
Purelace 
Pyrotechnics 
Radjan Spirit 

Rag Man 

Rebirth 

Red Mana Battery 
Red Ward 

Relic Bind 
Reverse Damage 
Righteousness 
Rod of Ruin 

Royal Assassin 


Birds of Paradise i + Howling Mine 
+ Hurkyl’s Recall 
? Hurricane 
linking Spirit i > Hydroblast 
0g Wraith I } Icatian Phalanx 
ottle of Suleiman 1 } Icatian Store 
Bottomless Vault i : i lcatian Town 
Breeding Pit ; ce Floe 
Broken Visage  Incinerate 
Brushland 
Caribou Range 
Carrion Ants 
Castle 
Cave People 
City of Brass 
Clockwork Beast 
Clockwork Steed 
Cockatrice 
Colossus of Sardia 
Conquer 
} CoP: Artifacts 
H Coral Helm 
: Counterspell 
Craw Giant 
H Crimson Manticore 
H Crown of the Ages 
} Crumble 
? Crusade 
£ Crystal Rod 
} Cursed Land 
? Dance of Many 
> Dancing Scimitar 
} Deathgrip 
: Deflection 
: Derelor 
i Desert Twister 
? Detonate 
Diabolic Machine 


Thicket Basilisk 
Thoughtlace 
Throne of Bone 
Timber Wolves 
Time Elemental 
: Titania's Song 
$ Triskelion 
Tsunami 
; Tunnel 
Uncle Istvan 
: Untamed Wilds 
H Urza's Avenger 
: Uthden Troll 
: Verduran Enchantress 
H Visions 
¢ Volcanic Eruption 
of Air 
of Bone 
of Brambles 
of Dust 
of Fire 
of Ice 
of Stone 
of Swords 
: of Water 
2 Wandertust 
; Warp Artifact 
} Water Elemental 


nstill Energy 
ron Star 
ronclaw Curse 
sland Sanctuary 


Jade Monolith 
Jalum Tome 
Jandor’s Saddlebags 
Jayemdae Tome 
Jester’s Cap 
Johtull Wurm 
Jokulhaups 
Joven’s Tools 
Justice 
Juxtapose 
Karma 
Karplusan Forest 
Keldon Warlord 
Killer Bees 
Kismet 
Kjeldoran Royal Guard 
3 Kjeldoran Skycaptain 
} Knight of Stromgald 
: Leshrac’s Rite 
: Leviathan 
: Lhurgoyf 
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Magus of the Unseen 


U 
U 
U 
R 
R 
R 
R 
U 
R 
R 
R 
R 
R 
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Order of the Sacred Torch 
Order of the White Shield 


Ss 


SS 


450 
1.00 


entagram of the Ages 


= 


R 
R 
U 
U 
U 
R 
R 
U 
R 
U 
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Item 
he Wretched 
hicket Basilisk 
hrone of Bone 
hrull Retainer 
: Time Bomb 
} Time Elemental 
} Titania's Song 
} Truce 
fsunami 
nderground River 
ntamed Wilds 
rza's Avenger 
$ Urza's Bauble 
} Verduran Enchantress 
Wall of Air 
+ Wall of Bone 
} Wall of Brambles 
$ Wall of Fire 
} Wall of Stone 
} Wall of Swords 
} Wanderlust 
: Warp Artifact 
i Whirling Dervish 
? White Knight 
} Wind Spirit 
; Winds of Change 
} Winter Blast 
} Winter Or 
: Wolverine Pack 
$ Wooden Sphere 
$ Word of Blasting 
: Wrath of God 
+ Wyluli Wolf 
} Xenic Poltergeist 
: Zombie Master 
+ Zur’s Weirding 


$35 2 


i Complete Set 
: Booster Display 
i Booster Pack 
i Typical Common 


Abu Jatear 

} Akron Legionnaire 
Aladdin 

} Angelic Voices 

} Arcades Sabboth 

¢ Arena of the Ancients 
Axelrod Gunnarson 
i Ayesha Tanaka 

' Azure Drake 

i Banshee 

H Barl's Cage 

i Beasts of Bogardan 
Blood Moon 

: Blood of the Martyr 
¢ Book of Rass 


$ Bronze Horse 


H Chromium 
City of Brass 
£ Cocoon 


} Concordant Crossroads 


Craw Giant 

} Cyclone 

i Dakkon Blackblade 
4 Dance of Many 


H Enchantment Alteration 


f Erhnam Djinn 
; Fallen Angel 
i Feldon’s Cane 
Fire Drake 

} Fountain of Youth 
} Gabriel Angelfire 

} Gauntlets of Chaos 
£ Goblin Artisans 

} Hell's Caretaker 

} Horn of Deafening 
} Ivory Guardians 

i Jalum Tome 

: Jeweled Bird 

: Johan 
: Juxtapose 
Kei Takahashi 
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High Med Low TR. +/- 


3.00 


200 


150 
2.00 


200 


Tl 
2.25 
0.05 


: Item 


H Land's Edge i Crimson Manticore 

i Marhault Elsdragon =C 0.35 (0.10 } Divine Transformation 

} Nebuchadnezzar 5 3.0 ¢ Elder Land Wurm 

} Nicol Bolas 600 4.0 ? Fellwar Stone 

H Obelisk of Undoing U = 300 150. 050 1 i Green Mana Battery 

} Palladia-Mors 600 400 O76 Hur Jackal 

t Petra Sphinx $00 200 050 Inferno 

} Primordial Ooze U3 | 2 00 050 } Junin Efreet 

} Puppet Master Bg 00 050 1 Killer Bees 300 200 0.25 

? Rabid Wombat 3 200 1.00 050 1 Kismet 200 1.00 025 
 Rakalite 200 1.00 050 } Land Tax 400 350 200 2 
Reval 3.00 1.75 0.50 Leviathan 400 1.50 025 
Revelation 300 1.79 0.50 Lost Sou 200 0.25 025 
 Rubinia Soulsinger 449 200 050 } Mana Clash 200 083. 025 

i Safe Haven 300 2.00 0.50 i Mishra's Factory 600 4.50 1,00 3 
+ Sentinel 2.0 55 080 i Rag Man 200 1.00 025 
Serpent Generator U Ye0s) 3.00 Noor 1 {Red Mana Battery 200 063 0.25 

} Shield Wall 3 NN 00 049 1 i Shapeshifter 2.00 063 025 1 
? Shimian Night Stalker U3 8.00 1.0 50 Q Spirit Link 450 3.00 0.25 1 
> Sivitri Scarzam C 085 0.10 005 0 ? Strip Mine 600 4.00 100 2 
} Solkanar the Swamp King 610 4.00 200 2 ? Sunken City 200 0.25 0.20 

} Stangg 400 200 050 1 ? Sylvan Library 600 4.00 300 3 
} Storm Seeker 3 200 163 050 } Tetravus 200 063 025 

} TakKlemaggot 3 200 100 0.25 } Time Elemental 600 150 025 2 
: Teleport 269 150 050 1 : Tiiskelion 4.00 200° 025 1 
: The Fallen oe 1.0 25 i Urza's Avenger 200 0.63. 025 

} The Wretched 600 325 050 ; Whirling Dervish 200 1.00 100 

} Tobias Andrion 035 010 005 H White Mana Battery 200 0.63. 025 

H Tor Wauki 035 0.1 .05 { Winds of Change 300 200 025 

+ Tormod’s Crypt C2. 0389 Ou .05 t Xenic Poltergeist 200 063 025 
Triassic Egg 2.0 6 50 Hoa ae 

} Vaeviets Asmadi 600 400 080 ; Edie 

} Voodoo Doll 200 138 0,50 + Complete Set $1,000 $900 $750 

} Wall of Opposition U3 2.00 1.0 50 


} Booster Display §,200 4,275 3613 5 


NorRTHWE 


TIO E. 13th 
Eugene, OR 97401 
(541) 345-2568 


Right now about half the people think premium cards are a collecting gimmick, and half think 
its sort of neat. Most people who have been buying packs aren't even trying to put a set 
together because it's too difficult, 


Players have been mostly annoyed at the new bannings. Brand new cards are being 
hannedothere go deck possibilities we haven't even thought of yet. There are also a lot of peo- 
ple at the store who do not play tournaments, so the bans don't affect them at all. 
+ Wall of Wonder U3 $ Booster Pack 
¢ Witch Hunter U3 200 1.00 O50 1 } Typical Common 200 1.00 030 1 
? Xira Arien U | g00' 2.00. Doe 1 i 
} Yawgmoth Demon U 400 200 050 1 Abu Ja Far 38 $750 $5.00 $2.00 1 
H oe i Aladdin U2 1289 750 200 1 
2 RENAISSANCE Ry ee Cimeetn Ciet 
} Renaissance was produced in French, German and Walian to. make available Aladdin's Ring U2. 760 500 3.00 1 
: in those languages all of the cards that appeared in Ghroniales, it they were Ali Baba 8 toe | 4.75 OR: 1 
not already, As a result, Italian Renaissance does not include any cards that Ali from Cairo 2 96.00 75.00 50,00 4 
: originally appeared in Legends or The Dark. : Army of Allah C400 5.00. 1,00 2 
H ; Bazaar of Baghdad 3 25.00 1275 800 2 
} Booster Pack $395 $3.00 $250 2 : Bottle of Suleiman U2 760 500 300 2 
: Typical Card 100 «0.25 «(010 : Brass Man U3 700 300 1.00 
: } Camel C5 300 «200 0, 
} Abomination $2.00 $063 $0.25 City in a Bottle 2 20.00 1500 600 2 
2 Angry Mob 200 0.63 0.25 H City of Brass 3 30.00 2500 15.00 4 
= Ball Lightning 1200 800 500 4 ? Cyolone U3 760 500 200 
: Black Mana Battery 200 063 025 ? Dancing Scimitar 2 750 500 200 2 
} Blue Mana Battery 200 063 025 } Desert Ch «600 300 0.30 
} Carrion Ants 200 150 025 1 } Desert Nomads 5 300 © 2.00 
CoP: Artifacts 200 150 0.25 Desert Twister 3 7200 400 200 2 
2 Clockwork Avian 200 063 025 1 Diamond Valley 2 70.00 55.25 45.00 
: Colossus of Sardia 70) 200” 0 : Drop of Honey 2 50.00 4000 2000 3 
2 Cosmic Horror 00 063 028 ; 2 750 500 2 


: Ebony Horse 


ttem 


Elephant Graveyard 
EL-Haijaj 

Erhnam Djinn 

Eye for an Eye 
Flying Carpet 

Flying Men 

Guardian Beast 
Ifh-Biff Efreet 

Island Fish Jasconius 
Island of Wak-Wak 
Jandor’s Ring 
Jandor’s Saddlebags 
Jeweled Bird 

Jihad 

Juntin Efreet 

Juzém Djinn 


' SOUTHEAST 


Jason Vogt 


High 


38.00 
790 
30.00 
790 
780 
8.00 
75.00 
35.00 
790 
40.00 
780 
750 5 
760 5.00 
50.00 39.13 
10.00 7.00 
200.00 167.50 
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collectablecards@ perigee, net 
83-16 Pineville-Mathews Road Suite 903 


Charlotte, NC 28226 
(704) 543-7400 


Khabal Ghoul 

King Suleiman 

Kird Ape 

Library of Alexandria 
Magnetic Mountain 
Merchant Ship 

Mijae Djinn 

Moorish Cavalry 
Mountain 

Oasis 

Old Man of the Sea 
Oubliette 

Pyramids 

Repentant Blacksmith 
Ring of Mardf 

Rukh Egg 

Sandals of Abdallah 
Serendib Djinn 
Serendib Efreet 
Shahrazad 

Sindbad 

Singing Tree 
Sorceress Queen 
Stone-Throwing Devils 
Wyluli Wolf 

Ydwen Efreet 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Argivian Archaeologist 
Armageddon Clock 
Ashnod’s Altar 
Ashnod's Battle Gear 
Ashnod’s Transmogrant 
Atog 

Bronze Tablet 
Candelabra of Tawnos 
Citanul Druid 


U3 40.00 30.0 
U2 20.00 15.5 
400 2.25 
180.00 
750 
10.00 
10.00 
5,00 
10.00 
700 
40.00 
5.00 
25.00 
8,00 
40.00 
15.00 
10,00 
30.00 
35.00 
28,00 
10.00 
40.00 
10.00 
6,00 
5.00 
15.00 


$350 $265 
950 85 

mS 2 
4.00, 0.50 


U $42.00. $35.0 
U2 500 40 
U2 300 20 
u2 300 2.00 
3 175 
ch 200 1.00 
U 600 4.00 
U | 35.55 
U3 3.00 


Low TR 


20.00 
3.00 
12.00 
3,00 
2.00 
3,00 
40.06 
15.00 
2.50 
20.00 
2.00 
2.00 
2.00 
27.00 
3.00 
99.00 
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> Item 


Clockwork Avian 
Colossus of Sardia 
CoP: Artifacts 
Coral Helm 
Cursed Rack 
Damping Field 


: Detonate 

f Dragon Engine C4 
: Dwarven Weaponsmith U3 
8 Energy Flux 

: Feldon's Cane C 
: Gaea’s Avenger 

; Gate to Phyrexia 
Goblin Artisans 

; Golgothian Sylex 

: Haunting Wind 


Hurkyl’ Recall 
} Wory Tower 

+ Jalum Tome 

? Martyrs of Korlis 
$ Mightstone 

¢ Millstone : 
} Mishra’s Factory (Fall) U 
= Mishra’s Factory (Spring) C 
Mishra’ Factory (Summer) U 
} Mishra's Factory (Winter) U 
E Mishra’s War Machine U 

3 Mishra’s Workshop Ue 
Obelisk of Undoing —-U 
; Onulet 

: Phyrexian Gremlins 

$ Power Artifact 

¢ Powerleech 

Primal Clay 

} Rakalite 

£ Rocket Launcher 

} Shapeshifter 

} Shatterstorm U 
Strip Mine (Narrow Steps) U 
Strip Mine (Small Tower) U 
; Strip Mine (Wide Steps) C 
= Strip Mine (Wide Steps Sky) 
_ } Suhi U3 
YT ANTIQUITIES Been U 
? Tawnos’s Wand 3 
: Tawnos's Weaponry U3 
¢ Tetravus U 
i The Rack 

} Titania's Song 

} Transmute Artifact 
} Triskelion 

} Urza's Avenger 

} Urza's Miter 

} Wall of Spears 

} Weakstone 

: Xenic Poltergeist 
: Yawgmoth Demon 


Low TR 


2.50 
4.00 
1.00 
150 


025 


100 
1.00 


1.00 
1,00 
1.00 
5.00 
1.00 
1,00 


2.00 


1.00 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Abomination 

Abyss, The 

Acid Rain 

Active Volcano C2 
Adun Oakenshield R 
Adventurers’ Guildhouse U 
Arathi Berserker 
Akron Legionnaire 
Al-abara’s Carpet 
Alchor's Tomb 

All Hallow's Eve 
Amrou Kithkin 
Angelic Voices 

Angus Mackenzie 
Anti-Magic Aura 
Arboria 

Arcades Sabboth 
Arena of the Ancients 
Axelrod Gunnarson 
‘Ayesha Tanaka 

Azure Drake 
Backdraft 

Backfire 

Barktooth Warbeard 
Bartel Runeaxe 
Beasts of Bogardan 
Black Mana Battery 
Blight 

Blood Lust 

Blue Mana Battery 
Boomerang 

Boris Devilboon 

Brine Hag 

Bronze Horse 


+ Carrion Ants 

: Cat Warriors 

: Cathedral of Serra 

: Caverns of Despair = -R 
> Chain Lightning C2 
3 Chains of Mephistopheles R 
= Chromium R 
= Cleanse R 
? Cocoon U 
} Concordant Crossroads R 
: Cosmic Horror R 
? Craw Giant U 
} Crevasse U 
: Crimson Manticore 

; Cyclopean Mummy 

i Dakkon Blackblade 

> Darkness 

 Deadfall 

? Demonic Torment U 
? Devouring Deep C2 
} Disharmony R 
} Divine Intervention 
? Divine Transformation R 
? Dream Coat U 
? Dwarven Song U 
? Elder Land Wurm = R 
Elder Spawn R 
: Elven Riders R 
: Equinox C 
} Eternal Warrior U 
Eureka R 
Evil Eye of Orms-By-Gore U 
2 Fallen Angel U 
? Falling Star R 
? Field of Dreams R 
} Firestorm Phoenix = R 
2 Flash Counter (2 
} Floral Spuzzem U 
? Force Spike C2 
: Forethought Amulet = R 
; Fortified Area U 
: Frost Giant U 
} Gabriel Angelfire R 


$1,200 
1,200 
40 
1.00 


$4.00 
65.00 
25.00 
8.00 
1.00 
4.00 
4.00 
8,00 
10.00 
20.00 
42.00 
2.00 
10.00 
12.00 
2.00 
8.00 


8.00 


$925 $700 
1,000 850 
3 
0.50 0.20 


$2.00 $1.00 
50.00 20.00 
18.00 6.00 
050 0.20 
10.00 5.00 
2.25 1,00 
3.00 2.00 
6.00 3.00 
9.00 5.00 
10.00 5.00 
35.00 10.00 
050 0.20 
8.00 5.00 
10.00 4.00 
1.00 0.30 
4.00 2.50 
12.00 5.00 
6.00 4.00 
8.00 4.00 
6.00 3.00 
3.00 2.00 
3.00 2.00 
3.00 2.00 
4.00 2.00 
10.00 
2.00 1.00 
3.98 2.00 
2.00 
2.00 
2.00 
0.20 
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bo Ss Se 
Sessssseseesesss 


PYMBu ww 


Item 


= Gauntlets of Chaos 
3 Glyph of Life 

: Glyph of Reincarnation C 
2 Gosta Dirk 
Gravity Sphere 
: Great Defender 


Great Wall 


R 
C2 


R 
R 
U 
U 


Greater Realm of Preserv. U 


Greed 

Green Mana Battery 
Gwendlyn Di Corei 
Halfdane 
Hammerheim 
Hazezon Tamar 
Heaven's Gate 

Hell Swarm 

Hellfire 

Hell's Caretaker 
Holy Day 

Horn of Deafening 
Horror of Horrors 
Hunding Gjornersen 
Hyperion Blacksmith 
Ichneumon Druid 
Immolation 
Imprison 

In the Eye of Chaos 
Indestructible Aura 
Infernal Medusa 
Infinite Authority 


2 Invoke Prejudice 
? Wvory Guardians 
$ Jacques le Vert 
? Jasmine Boreal 
2 Jedit Ojanen 

3 Jerrard of the Closed Fist 
? Johan 

? Jovial Evil 
; Juxtapose 
2 Karakas 
4 Kasimir the Lone Wolf U 
Keepers of the Fath 
> Kei Takahashi 

i Killer Bees 

2 Kismet 

= Knowledge Vault 

3 Kobold Drill Sergeant 
} Kobold Overlord 

? Kobold Taskmaster 
= Kobolds of Kher Keep C2 
> Ky Shield 

; Lady Caleria 
H Lady Evangela 
> Lady of the Mountan,The U 
: Lady Orea 

2 Land Equilibrium 
Land Tax 
Land's Edge 
Lesser Werewolf 
Life Chisel 

Life Matrix 

? Lifeblood 

+ Living Plane 

? Livonya Silone 

> Lord Magnus 

} Mana Drain 

; Mana Matrix 

? Marble Priest 

} Marhault Elsdragon 
= Master of the Hunt 
Mirror Universe 

i Moat 

¢ Mold Demon 

: Moss Monster 

$ Mountain Stronghold 
$ Mountain Yeti 

} Nebuchadnezzar 

} Nether Void 

? Nicol Bolas 

: North Star 

: Nova Pentacle 

: Palladia-Mors 

: Part Water 

2 Pavel Malki 


R 
U 


C2 


R 
U2 


C2 


R 
R 
U 
R 
U 
R 
U 


U 
R 
R 


High \ 


10.00 
8.00 
15.00 
15,00 
25.00 
6.00 
4.00 
8.00 
15.00 
12.00 
15.00 
15.00 
6.00 
18.00 
8.00 
2.00 
24.00 
15.00 
1,50 
10.00 
4.00 
4,00 
4.00 
6.00 
8.00 


6.25 
1.00 
0.88 
10.00 
20.00 
3.00 
3.00 
5.20 
6.00 
4.00 
12.00 
10.00 
3.50 
13.00 
3.00 
0.82 
15.00 
10.00 
0.95 
5.90 
3.00 


Pendelhaven 2 
Petra Sphinx R 
Pixie Queen R 
Planar Gate R 
Pradesh Gypsies 

Presence of the Master 
Primordial Ooze 

Princess Lucrezia 

Psionic Entity R 
Psychic Purge C 
Puppet Master 
Pyrotechnics (2 
Quagmire 

Quarum Trench Gnomes 
Rabid Wombat U 
Radjan Spirit 

Raging Bull C 
Ragnar 

Ramirez DePietro 

Ramses Overdark R 
Rapid Fire R 
Rasputin Dreamweaver R 
Rebirth R 
Recall R 
Red Mana Battery U 
Reincarnation U 
Relic Barrier U2 
Relic Bind U 
Remove Soul C2 
Reset U 
Revelation R 
Reverberation R 
Righteous Avengers  U 
Ring of Immortals R 
Riven Turnbull 

Rohgahh of Kher Keep R 
Rubinia Soulsinger R 
Sea King’s Blessing 
Seafarers’ Quay 
Seeker U 
Segovian Leviathan 
Sentinel R 
Serpent Generator R 
Shield Wall U 
Shimian Night Stalker 
Silhouette U 
Sir Shandlar of Eberyn 
Sivitri Scarzam 
Sol'kanar the Swamp King R 
Spectral Cloak U 
Spinal Villain R 
Spirit Link U 
Spiritual Sanctuary R 
Stangg R 
Storm Seeker 
Storm World R 
Subdue C 
Sunastian Falconer 
Sword of the Ages R 
Sylvan Library 
Sylvan Paradise 
Syphon Soul C2 
fabernacle at Pendrell Vale R 
Takklemaggot 
Telekinesis R 
Teleport R 
fempest Efreet R 
Tetsuo Umezawa 

hunder Spirit R 
ime Elemental R 
fobias Andrion U 
olaria 2 
Tor Wauki 
Torsten von Ursus 
Touch of Darkness 

tiassic Egg R 
luknir Deathlock 

jundra Wolves C2 
lyphoon R 
Undertow U 
nderworld Dreams 

inholy Citadel 

Intamed Wilds 

rborg 


High Med 


10.00 
14.00 
15.00 
4.00 
8.99 
3.00 
4.00 
10.00 
2.00 
10.00 
1.50 
4.00 
12.00 
8.00 
4.00 
16.00 
12.00 
16.00 
15.95 
12.00 
15.00 
10.00 
15.00 


Low TR 


OE Sy SS 


P| NB NNYNND = wa 


+/- 


0.25 


= Psychic Allergy 


Ur-Drago 


R 

C2 

U 

R 

I of Dust U 
I of Earth C2 


I of Light U 
| of Opposition R 
lof Putrid Flesh =U 
ll of Tombstones =—-U 
I of Wonder U 
irling Dervish U 
ite Mana Battery ~U 
illow Satyr R 

U 

R 


i Winds of Change 
$ Winter Blast 


i Wolverine Pack C2 
: Wood Elemental R 
: Wretched, The R 

R 


} Xira Arien 


: Complete Set 
: Booster Display 
Booster Pack 
H Typical Common 


2 Amnesia U2 


i Angry Mob U2 
} Apprentice Wizard 
Ball Lightning 

} Banshee 2 
? Bar's Cage U 
} Blood Moon U 
} Blood of the Martyr U2 
= Bone Flute 2 
} Book of Rass 2 
: Brothers of Fire U2 
: Cave People U2 
: City of Shadows U 
: Cleansing 

? Coal Golem 2 
: Curse Artifact 2 
: Dance of Many 

} Dark Heart of the Wood¢3 
: Dark Sphere U2 
} Diabolic Machine 2 
i Eater of the Dead = U2 
> Electric Eel 2 
= Elves of Deep Shadow U2 
i Eternal Flame U 
: Exorcist U 
: asting U2 
; Fellwar Stone U2 
Fire and Brimstone U2 
Fire Drake 2 
Flood w 


H Fountain of Youth U2 
¢ Frankenstein's Monster U 


? Gaea's Touch 03 
£ Ghost Ship C3 
$ Goblin Caves C3 
} Goblin Wizard U2 
} Grave Robbers 

? Hidden Path 

: Inferno U 
: Knights of Thorn 

H Leviathan U 
; Living Armor U2 
2 Lurker 

: Mana Clash 

H Mana Vortex U 
$ Martyr's Cry 

3 Maze of Ith C 
? Merfolk Assassin U2 
? Mind Bomb 

} Nameless Race 

} Necropolis U2 
Niall Silvain 

} Ore General U2 
} People of the Woods U2 
: Preacher U 


High Med Low TR .* 


15.00 
16.00 
8.00 
4.00 
10.00 
3.00 
2.00 
4.00 
10.00 
5.00 
4.00 
4.00 
6.00 
5.00 
12.00 
8.00 
10.00 
2.00 
10.00 
16.00 
12.00 


$200 
450 
10.00 
0.50 


$6.00 
3.00 
3.00 
16.00 
2.00 
4.00 
8.00 
2.00 
2.00 
2.00 
2.00 
2.00 
5.00 
6.00 
2.00 
2.00 
5.00 
075 
2.10 
2.00 
4.00 
2.00 
4.00 
4.00 
8.06 
2.00 
4.00 
3.00 
2.00 
2.00 
2.00 
8.00 
1,00 
0.75 
1.00 
8.00 
6,00 
6,00 
6,00 
7.00 
8.00 
2.00 
5.00 
4.00 
5.00 


10.00 
12.00 
0.75 
3.00 
6.00 
2.00 
0.63 
3.00 
6.00 
3.00 
3.00 
3.00 
4.00 
4.00 
9.50 
4.00 
6.00 
0.75 
10.00 
10.00 
8.00 


$145 
315 
8.00 
0.25 


$4.00 
2.00 
1,00 
12.00 


bo 
as 


3.59 
5.00 
0.30 
2.00 
2.00 
1.00 
0.20 
1,00 
2.00 
2.00 
2.00 
2.00 
2.00 
2.00 
4.00 
2.00 
3.00 
0.20 
5.00 
5.00 
2.50 


$75 
250 
5.00 
0.10 


$1.50 
0.50 
0.50 
8.00 
0.50 
1.00 
2.00 
0.50 
0.50 
075 
0.50 
0.50 
1.00 
1.00 
1.00 
0.50 
1.00 
010 
1.00 
0.50 
1.00 
0.50 
1.00 
1,00 
1.00 
1.00 
1.00 
1.00 
050 
0.50 
0.50 
3.00 
0.10 
0.10 
0.10 
1.00 
1.00 
1.00 
2.00 
2.00 
3.00 
0.50 
1.00 
1.00 
1.00 
1,00 
0.50 
2.00 
1.00 
1.00 
1.00 
1.00 
0.50 
050 
4.00 
1.00 


2 
2 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
2 
1 
2 
1 
1 
1 
1 
2 
” 


THE DHRK 


3 
4 
3 
1 
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High Med Low TR +/ High Med Low TR 


> Goblin Warrens 


3. U 
U2 400 2 100 2 i Hand of Justice U 500 4.00 
29 1 0.50 $ Havenwood Battleground U2 3.001.000, 
U 500 31 1.00 1 > Heroism 3 200 075 650 1 
U2 300 200 100 : Hollow Trees U $90 200 085 
? Scarwood Bandits U 600 300 1.00 1 ? Homarid Shaman U 200 100 060 
? Scarwood Hag 2° 218 125 O50 ? Homarid Spawning Bed U3 2.00 «1.00 0.50 1 
? Season of the Witch U 619 3 1.00 = Hymn to Tourach C4075 0.25 0.10 
: Sisters of the Flame U2 200 1.00 080 1 ? Icatian Lieutenant = U 3001.70 0.50 
: Skull of Orm U2 500 4 1.50 lcatian Phalanx U3 400 (0.82) O80 1 
: Sorrow's Path U 409 300 100 catian Priest 3 180 «6082: 05 
Spitting Slug U2 200 100 050 2 : Icatian Skirmishers U 300 2.00 050 
Standing Stones 300 150 1.00 : Ieatian Store 400 2.25 050 
? Stone Calendar U 700 400 1.00 :  Ieatian Town U 400 228 100 1 
i Tangle Kelp U2 200 100 050 1 3 implements of Sacrifice U 210 100 O60 1 
: The Fallen U2 300 1.00 O50 1 : Orcish Captain 3 200 089 O50 1 
? Tivadar’s Crusade 2 300 200 100 1 Order of Leitbur C3100 «(0.25 (0.05 
Tormod's Crypt U2 300 1.75 050 2 : Order of the Ebon Hand C3. 7.00) 0.25. 0.05 
} Tower of Coireall U2 219° «1.00 100 1 ? Org 500 300 1,00 2 
} Tracker U 700 4.00 200 2 Raiding Party U3. 1,60 095 050 1 
2 Uncle Istvan 2 300 200 O80 1 2 Rainbow Vale $20 2.00 050 1 
? Wand of Ith 2 400 200 100 1 Ring of Renewal U 200 150 050 1 
War Barge 2 400 200 100 1 ? River Merfolk $00 200 1.00 1 
? Whippoorwill 2 219 200 1.00 1 ? Ruins of Trokair = U2_—s2,00 1000.5 
? Witch Hunter U 500 300 100 1 ? Sand Silos 400 238 1.00 
“ Worms of the Earth U 425 300 1.00 1 i Seasinger 3 200 100 050 
} Wormwood Treefok U 438 300 1.00 1 Soul Exchange U3 200 089 050 1 
: Spirit Shield U 200 1.00 05 
E : Spore Flower 8 20 1 0.50 
: Complete Set $55 «$50 = $30 2 ?  Svyelunite Priest 3 190 082 O60 1 
} Booster Display 80 60. 35 2 : Svyelunite Temple 2 250 1 050 1 | 
? Booster Pack 150 145 100 1 : Thallid Devourer 3 200 = 1.00 | 
? Typical Common 025 010 005 1 ? Thelonite Druid 3 200 1.00 
; ? Thelonite Monk 300 1.25 
} Aeolipile U $3.00 $1.60 $050 1 ? Thelon’s Chant 3 160 1.00 
? Balm of Restoration U 200 1.00 O50 1 } Thelon’s Curse 
: Bottomless Vault U 400 250 100 1 i Thrull Champion i] 
? Breeding Pit U3 300 200 050 1 } Thrull Retainer 3 
= Conch Horn 200 1.00 050 1 ? Thrull Wizard 


BCS BOOKS 


Guy Jones 
jroark@txcyber.com 
701 Inwood Drive 
Bryan, 1X 77802 
(409) 848-7412 


No one here is trying to collect a foil set, as it seems too difficult. One person is even disap- 
pointed because he has two copies of the same foil. At this point there is some interest in the 
set because of the foils but | think Wizards of the Coast ought to be careful. They don’t need 
fo put premium cards in every single set. 


Players at the store are just accepting of the new bannings. It will have very little effect for us. 


} Deep Spawn k } Tidal Influence U3 082. O50 1 
} Delif’s Cone 050 023 O05 1 } Tourach’s Chant U3 200 095 O50 1 
> Delif’s Cube 200 100 050 1 } Tourach’s Gate Ul | 22s 1.50 Oa 1 
} Derelor Ul 400 288 100 2 013 : Vodalian Knights US = 2.00 | be 1 
} Draconian Cylix 3.00 150 050 ? Vodalian War Machine U 3.00 135 O50 1 
: Dwarven Armorer U = 205 (1.00) G25, 1 : Zelyon Sword U2 1.50 Gao: 1 
: Dwarven Catapult U3 2.00 1.00 050 1 3 

: Dwarven Hold = «UD «225 75 De oe IGE 
i Dwarven Lieutenant U3 1.50 075 0.50 1 : Complete Set $750 $200 $100 3 
: Dwarven Ruins U2 300 1.00 050 : Booster Display 95 0 80) 4 
: Ebon Praetor Ul | 368 200° 100 1 } Booster Pack $00 295 250 3 
? Ebon Stronghold U2 300 100 050 Starter Display 10 0 = 4 
Elven Lyre U 200 100 O60 Starter Deck Hos 86899 8.00 3 
} Elvish Farmer U 300 200 100 2 Typical Common 025 010 O10 0 
> Farrelite Priest U3 150 «6063 «0.25 3 

} Farrel’s Mantle U3 | 1a 075 | O50 } Abyssal Specter U $200 $1.00 $0.35 1 
} Feral Thallid U3 200 «4100 050 ? Adarkar Sentinel U 100 1.00. O26 1 
? Fungal Bloom U 400 200 1.00 }  Adarkar Wastes R 600 5.00 300 4 
Goblin Flotilla U 300 150 050 ? Aegis of the Meck = R 400 300 100 1 
: Goblin Grenade C3) «(080 =6025 «005 ; Aggression U 700 1.00 025 1 
: Goblin Kites : R400 300 1,00 1 


Altar of Bone 


Item High Med Low TR */ : Item High Med Low TR > Item High Med Low TR +/- > item High Med Low TR */ 


a 


:Stromgald Cabal 500 300 2 
? Stunted Growth 403. 
4 Sulfurous Springs 600 5.00 
: Sunstone 100 = 10 
? Swords to Plowshares 200 10 
2 Thermokarst 2.00 
? Thoughtleech 1.00 
: Thunder Wall 1,00 
? Timberline Ridge 400 
? Time Bomb 5.00 
2 Total War 400 
2 Touch of Vitae 1.00 
; Trailblazer 4.00 
2 Underground River 6.00 
: Updraft 1,00 
Urza's Bauble 1.00 
 Veldt 400 
: Venomous Breath 1.00 
2 Vertigo 1,00 
? Vexing Arcanix 6.00 
2 Vibrating Sphere 4.00 
2 Walking Wall 1.00 
2 Wall of Lava 1.00 
2 Wall of Pine Needles 1,00 
? Wall of Shields 1,00 
2 War Chariot 1.00 


1.00 i Freyalise Supplicant 10 1. 025 : Krovikan Elementalist 100 1 0.25 
0.35 ¢ Freyalise’s Charm 100 1 0.25 ? Krovikan Vampire 300 1 026 
025 : Freyalise's Wind 400 3, { : Land Cap 400 3. 1.00 
0.25 Fumarole 100 1 2 Lapis Lazuli Talisman 100 1 025 
025 ¢ Fyndhorn Bow 100 1 2 Lava Tubes AM 31 1.00 
050 ¢ Fyndhorn Elder 1m 1 2 Leshrac's Rite 100 1.00 025 
0.25 = Fyndhorn Pollen 490 3. 2 Leshrac’s Sigi 1.00 1.00 025 
? Game of Chaos 400 3 2 Lhurgoyf 750 «6.00 300 

} General Jarkeld 600 3, > Lightning Blow 400 31 41.50 

2 Ghostly Flame 500 300 21 ? Lim-Dal’s Hex 100 1.00 025 

; Giant Trap Door Spider 100 1 ; Lost Order of Jarkeld 400 3! 1,50 

? Glacial Chasm 100 1 ? Lure 100 1 0.26 

Glacial Crevasses 400 300 1 ? Maddening Wind 100 1.00 025 

Glacial Wall 100 1.00 Magus of the Unseen 400 300 200 

H Glaciers 400 3, { H Malachite Talisman 1001 0.25 

$ Goblin Lyre 400 3, d ? Marton Stromgald 600 5 2,00 

? Goblin Mutant 100 1 f ? Melee 100 1 0.25 

$ Goblin Snowman 100 1 5 2 Melting 100 1 025 

? Gravebind 400 3, } Mercenaries 400 300 100 

: Merieke Ri Berit 600 300 200 

Mesmeric Trance 400 3! 1.00 


Meteor Shower 0.30 

WEST Mind Warp 200 1 0.25 
Art Soghomonian Mind Whip 400 300 1.00 

Minion of Leshrac 600 4 2.00 


R 
U 
U 
R 
U 
R 
U 
U 
R 
R 
R 
C 
U 
R 

: R 
tloaming @ aol.com Minion of Tevesh Szat R 600 375 200 
U 
R 
R 
R 
R 
R 
U 
R 
U 
R 
R 
U 
U 
U 
R 


Amulet of Quoz At 2. 
Anarchy 2.00 
Arcum’s Sleigh 1.00 
Arcum’s Weathervane 1.00 
Arcum’s Whistle 1,00 
Ashen Ghoul 2.00 
Avalanche 1.00 
Balduvian Conjurer 1.00 
Balduvian Hydra 6.00 
Baton of Morale 1.00 
Battle Cry 1.00 
Binding Grasp 1,50 
Black Scarab 1.00 
Blinking Spirit 4.00 
Blizzard 400 
Blue Scarab 1,00 
Brand of Ill Omen 4.00 
Breath of Dreams 1,00 
Brushland 6.00 
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1/16 Colorado Boulevard Mole Worms 100 100 025 ? Whalebone Glider 100 


: Monsoon 400 3. 1.50 2 White Scarab 1.00 
Los Angeles, CA 80041 Mountain Titan 400 31 2 Whiteout 1,00 


(324) 341-0500 Mudslde 400 300 100 i Witiga 5.00 

| AC A Nn AAP EN AS ERI I Musician 400 . 1.00 ; Wind Spirit 1.00 

Mystic Might 400 3: ? Wings of Aesthir 18 
Nacre Talisman 100 100 025 : Winter's Chill 4.00 
Naked Singularity 400 3 2.00 2 Withering Wisps 1,00 
Nature's Lore 100 11 25 2 Word of Blasting 1.00 
Necropotence 800 600 400 2 Wrath of Marit Lage 400 
Oath of Lim-Dil AMD 300 199 2 Yavimaya Gnats 100 
Onyx Talisman 100 100 025 > Zuran Orb 
Orcish Cannoneers 025 2 Zur’s Weirding 
Orcish Healer z 
Orcish Librarian i} . 
Orcish Squatters R 00 3 q : Complete Set 
Order of the Sacred Torch R q i Booster Display 
Order of the White Shield U : Booster Pack 160 1.00 

2 Pale Bears ? Typical Common 010 005 

: Pentagram of the Ages A 

? Phantasmal Mount 

= Pit Trap 

2 Polar Kraken 

2 Pox 

2 Pygmy Allosaurus 

2 Pyroclasm 

2 Reality Twist 

5 Reclamation 

2 Red Scarab 

Ritual of Subdual 

: River Delta 

: Runed Arch 

: Sacred Boon 

? Sea Spirit 

? Seraph 

2 Shield of the Ages 

i Shy 

2 Sibilant Spirit 

Silver Eme 

3 Skeleton Ship 

4 Skull Catapult 

Sleight of Mind 

> Snow Fortress 

> Snow Hound 

H Snowblind 

? Soldevi Golem 

? Soldevi Machinist 

? Soldevi Simulacrum 

? Soul Barrier 

2 Spectral Shield 

2 Spoils of Evil 

2 Spoils of War 

Staff of the Ages 
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Call to Arms 00 300 20 Green Scarab 
Caribou Range Ato 3 { : Hallowed Ground 
Celestial Sword 400 300. 2 Halls of Mist 
Centaur Archer p 1.00 : Hecatomb 

Chaos Lord 6 00 } Hematite Talisman 
Chaos Moon : 00 4 = Hipparion 

Chromatic Armor AS i 3 Hot Springs 

Cold Snap { 4 Hurricane 

Conquer 4 A ; Hyalopterous Lemure 
Counterspell . . Hymn of Rebirth 
Crown of the Ages 4 di ; Ice Cauldron 

urse of Marit Lage i i 4 H Ice Floe 

Dance of the Dead { : ceberg 

Deflection i ? Icequake 

Demonic Consultation , { A icy Manipulator 
lespotic Scepter i } loy Prison 

Diabolic Vision A A lllusionary Presence 
Dread Wight A i : lilusionary Terrain 
Dreams of the Dead { { h Illusions of Grandeur 
Drift of the Dead !  Incinerate 

Drought . { 3 infernal Darkness 
Dwarven Armory A A infernal Denizen 
Earthlink A i : Infinite Hourglass 
Elder Druid i . : Jester’s Cap 
Elemental Augury i i f 3 Jester’s Mask 

Elkin Bottle 003 Jeweled Amulet 
Enduring Renewal A i i : Johtull Wurm 
Energy Storm j 2 Jokulhaups 

Essence Vortex { { 2 Justice 

Fanatical Fever : { H Karplusan Forest 
Fiery Justice R 4 i ? Karplusan Giant 

Fire Covenant ( A ? Karplusan Yeti 
Flame Spirit i A 4 Kjeldoran Elite Guard 
Flooded Woodlands A A } Kjeldoran Frostbeast 
Flow of Maggots Al 00. i 5 Kjeldoran Knight 
Forbidden Lore 4 3 3 (jeldoran Phalanx 
Force Void 1a A , Kjeldoran Royal Guard 
Forgotten Lore 00 Kjeldoran Skycaptain 
Formation i ‘ Knight of Stromgald 


2 Abbey Gargoyles $1.00 $0.50 
2 Ather Storm 1.00 050 
? Anaba Ancestor 00 200 1,00 
2 Anaba Spirit Crafter ; 00 1.00 
}  An-Hawa Constable i 50 050 
? An-Hawa Inn 15 040 
| An-Hawa Township : i 0.40 
2 An-Zerrin Ruins 00 200 050 
; Apocalypse Chime . s 0.50 
2 Autumn Willow i ; 4.00 
2 Aysen Abbey 75 040 
: Aysen Crusader i A 0.50 
3 Aysen Highway i A 1,00 
? Baki's Curse 4 0.40 
Baron Sengir i i 4.00 
? Beast Walkers t 50 0.60 
? Black Carriage t 00 0.50 
? Broken Visage i 00 0,50 
? Castle Sengir . 0.40 
? Chain Stasis 60. 050 
? Chandler 13 005 
2 Clockwork Gnomes , 0.05 
4 Clockwork Steed . 0.05 
2 Clockwork Swarm : 0.05 
2 Coral Reef . 0.05 
H Daughter of Autumn i ‘ 0.50 
3 Death Speakers . 0.25 
2 Didgeridoo ‘ A 1.00 
3 Drudge Spell { 0.40 
? Dwarven Pony j ; 0.50 
? Dwarven Sea Clan X 60 050 
? Ebony Rhino C 14 005 
? Eron the Relentless U3 21 50 075 
? Evaporate U3 1 75 | 035 
3 Faerie Noble i 1.50 
> Feroz's Ban i J 1.00 
; Forget i i 0.50 
2 Funeral March 50 013 005 
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_ Treacherous Link 
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$37.00 
$11.00 
$29.00 


Harmonic Convergence 


R 
R 
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Dark Side Comics 


4800 White Lane e Suite G * Bakersfield, CA 93309 
ph: (661) 833-2773 © fax: (661) 833-2774 


email: darksidecomics@juno.com 
Sc. 


OPEN 7 DAYS NOON—7PM (PT) 


* OFFER GOOD PRIOR TO 7 DAYS BEFORE NATIONAL RELEASE DATE. 


MasterCard 


5623 Williamson Road, NW ¢ Roanoke, Virginia 24012 
(540) 362-4400 ¢ fax: (540) 265-0544 
e-mail: Outpost1 @starcityccg.com 


www.starcityccg.com 


Specializing in y Ahaic singles 


ae a HUGE econ of Magic, Mythos, 
_ Star War Star ‘Trek, and other : 


Visit our website or call us for current prices and availability. 


Www.xmission.com/~hastur 


Specializing in Intl. and 
Domestic Mail Orders 
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High Med Low TR + 


Ghost Hounds U3 im 
Giant Oyster U3 1 
Grandmother Sengir U 1 
Hazduhr the Abbot U 1 
Heart Wolf U 1 
Ihsan’s Shade U3 z 00 2 
Irini Sengir U3 200 «100 050 1 
Ironclaw Curse U 250 1.00 050 1 
Jinx C 050 012 005 1 
Joven C 050 013 005 1 
Joven's Ferrets C 050 015 005 1 
Joven's Tools U3 200 4075 050 1 
Koskun Falls U 300 200 O50 1 
Koskun Keep 3 150 075 040 1 
Leaping Lizard C G50) 0.15 005) 1 
Leeches 250 1.50 0.50 1 
Mammoth Harness 200 140 040 1 
Marjhan 400 200 100 1 
Merchant Scroll C 050 018 005 1 
Mystic Decree 600 300 100 1 
Narwhal $00 200 050 1 
Orcish Mine U3 1,50 080 040 1 
Primal Order 6.00 4.38 200 1 
Rashka the Slayer U3 200 100 050 1 
Renewal C 050 012. 005 1 
Retribution 31,00 088 «040 1 
Reveka, Wizard Savant $00 200 1.00 1 
Root Spider U3 1.00 «075 040 1 
Roots U3 1.00 080 040 1 
Roterothopter 050 023 005 1 
Rysorian Badger U 300 150 050 1 
Sea Sprite 822m 1 050 1 
Sea Troll U3 100 «4075 040 1 
Sengir Autocrat 400 300 1.50 
Serra Aviary -§00 255 1,00 
Serra Bestiary 050 013 005 
Serra Inquisitors U3 100 075 030 1 
Serra Paladin C 050 012 005 
Serrated Arrows 200 063 0.10 1 
Soraya the Falconer 300 62.00 1.00 
Spectral Bears U3 200 1.00 050 
Timmerian Fiends 250 (150 640 
Truce U 300 179 050 
Veldrane of Sengir +400 «200 050 
Wall of Kelp 200 140 050 1 
Willow Priestess U 400 200 100 1 
Winter Sky U 300 150 050 
Wizards’ School 3 200 075 O40 1 
| SCUILLLIFIN coo 
Complete Set $200 «$165 $100 4 
Booster Display 190 «9145 a5 3 
Booster Pack 500 4.00 300 3 
Typical Common 025 010 005 1 
Arcane Denial C4 $200 $0.25 $010 1 
Ashnod's Cylix R 600 375 200 1 
Balduvian Dead U- 100 100 025 1 
Balduvian Horde R 2000 1250 796 3 
Balduvian Trading Post R 800 5.00 300 1 
Bounty of the Hunt U 1.00 1.00 050 1 
Browse U 200 100 050 1 
Burnout U 100 «100° 050 1 
Chaos Harlequin R > 460 300 200 1 
Contagion U) 200 1.00 050 2 
Deadly Insect C4100 «20.20 010 1 
Death Spark U 150 1.00 050 1 
Diminishing Retums R 700 449 250 2 
Diseased Vermin 1.00 1.0 50 1 
Dystopia R $00 4.00 200 2 
Elvish Bard 1.00 1.00 050 1 
Elvish Spirit Guide 100 1.00 050 1 
Energy Arc U- 100 «1.00 050 1 
Exile R 800 500 300 1 
False Demise C4. 085 «010 «010 1 
Fatal Lore §00 350 200 1 
Feast or Famine C4 085 (015) 6 010 1 
Floodwater Dam R 400 320 200 1 
Force of Will 500 300 100 2 
Gargantuan Gorilla R 550 400 200 1 
Gorilla Shaman “C4 400 015° 0 1 
Guerrilla Tactics C6 035 «6 «(00 1 
Gustha’s Scepter 400 335 «(200 1 
Hail Storm 150 1.00 050 1 


: Heart of Yavimaya 
3 Helm of Obedience 

2 Inheritance 

} Wory Gargoyle 

3 Juniper Order Advocate 


Kaysa 
Keeper of Tresserhorn 
Kjeldoran Home Guard 
Kjeldoran Outpost 
Krovikan Horror 
Krovikan Plague 

Lake of the Dead 
Library of Lat-Nam 
Lim-Dal's Paladin 
Lim-Dal's Vault 
Lodestone Bauble 

Lord of Tresserhorn 
Misfortune 

Mishra’s Groundbreaker 
Misinformation 

Mystic Compass 
Nature's Blessing 
Nature's Chosen 
Nature's Wrath 

Omen of Fire 
Phantasmal Sphere 
Phelddagrit 
Phyrexian Devourer 
Phyrexian Portal 
Pillage 
Primitive Justice 
Pyrokinesis 
Ritual of the Machine 
Rogue Skycaptain 
Royal Decree 
Scarab of the Unseen 
Scars of the Veteran 


: School of the Unseen 
: Seasoned Tactician 
Sheltered Valley 
Shield Sphere 
3 Sol Grail 

: Soldevi Digger 

} Soldevi Excavations 
? Soldier of Fortune 
2 Spiny Starfish 

2 Splintering Wind 
: Storm Cauldron 


Storm Elemental 
ae stanad Spy 


: Suffocation 

: pe of Strength 

: Sustaining Spirit 

: Sworn Defender 

: Thawing Glaciers 

i Thought Lash 
Tidal Control 

i Tornado 

? Unlikely Alliance 

? Urza's Engine 

3 Varchild’s War-Riders 
} Viscerid Drone 

} Wandering Mage 

? Whirling Catapult 6 
} Winter's Night 
? Yavimaya Ants 


= 
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High Med Low TR +/ 


5 Complete Set 
: Booster Display 
; Booster Pack 
i Starter Display 
Starter Deck 

? Typical Common 


2 Abyssal Hunter 

2 Acidic Dagger 

? Afiya Grove 

2 Afterlife 

2 Aleatory 

: Amber Prison 

: Amulet of Unmaking 
: Ancestral Memories 
2 Ashen Powder 


R 
R 
R 
U 
U 
R 
R 
R 
R 


00 2 
1600 10.00 400 2 
150 100 050 1 
700 500 300 2 
200 100 O50 1 
500 413 20 
500 390 20 
400 100 050 1 
1200 1000 600 4 
500 320 200 
100 100 050 1 
1200 900 550 4 
600 400 20 
200 100 06 
200 1.00 050 
500 400 200 2 
900 600 300 1 
500 340 200 1 
100 100 08 
200 100 050 1 
100 100 05 
100 100 05 
100 100 050 
500 375 200 
500 350 200 
400 300 20 
500 400 200 2 
600 300 200 1 
500 300 20 
00 200 06 
150 1.00 05 
50 1.00 05 
500 400 250 
500 325 200 1 
500 300 200 1 
1.00 05 
100 100 050 
00 100 050 1 
OO 100 O51 
500 380 200 1 
150 100 050 1 
300 100 050 1 
600 400 250 2 
700 500 300 2 
100 100 050 
100 1.00 05 
400 300 200 
00 4.00 250 
0 O50 
1.0 0 050 
050 
1.00 0.50 
00 400 200 
500 350 2.00 
100 800 400 4 
500 300 200 
400 300 200 
400 300 200 1 
050 1 
200 100 050 
00 4.00 250 
00 «100 050 
5.00 300 200 
400 225 085 
400 300 200 1 
200 1.00 050 1 
$250 $200 $85 3 
0895 3 
300 295 265 2 
700 8690 80 3 
900 895 765 3 
025 010 005 
$5.00 $3.00 $1.99 
500 300 2.00 
400 300 2.00 
150 100 0.25 
400 075 0.25 
500 400 200 2 
400 300 1.99 
500 400 200 
500 300 1.99 


Asmira, Holy Avenger 
Auspicious Ancestor 
Bad River 

Barbed Foliage 
Barbed-Back Wurm 
Barreling Attack 
Basalt Golem 
Bazaar of Wonders 
Benthic Djinn 
Blighted Shaman 
Blind Fury 
Blinding Light 
Bone Mask 
Brushwagg 
Burning Palm Efreet 
Cadaverous Bloom 
Canopy Dragon 
Carrion 
Catacomb Dragon 
Celestial Dawn 
Cerulean Wyvern 
Chaosphere 
Charcoal Diamond 
Chariot of the Sun 
Choking Sands 
Cinder Cloud 

Circle of Despair 
Consuming Ferocity 
Coral Fighters 
Crash of Rhinos 
Crimson Hellkite 
Crimson Roc 

Crypt Cobra 
Crystal Golem 
Crystal Vein 
ursed Totem 
'ycle of Life 
aring Apprentice 
Decomposition 
elirium 
Discordant Spirit 
issipate 

Divine Retribution 
Dread Specter 
Dwarven Miner 
Early Harvest 

Elixir of Vitality 
Emberwilde Caliph 
Emberwilde Djinn 
Energy Bolt 
Energy Vortex 
Enlightened Tutor 
Ersatz Gnomes 
Ether Well 
Ethereal Champion 
allow Earth 
Favorable Destiny 
emeref Archers 
Final Fortune 

Fire Diamond 
Flame Elemental 
Flash 

Flood Plain 
Floodgate 

Foratog 
Forbidden Crypt 
Forsaken Wastes 
Frenetic Efreet 
Goblin Scouts 

Goblin Soothsayer 
Grasslands 

Grim Feast 

Grinning Totem 

lakim, Loreweaver 
all of Gemstone 
jammer of Bogardan 
farbinger of Night 
arbor Guardian 
jarmattan Efreet 
launting Apparition 
lazerider Drake 

ivis of the Scale 
Horrible Hordes 
gneous Golem 


5. 
i 
00 
UG 
R 4.00 
0 
R 6.00 
5,00 
1 
R 4,00 
R 4,00 
1.00 
R 7.00 
700 
5,00 
8,00 
R 10.00 
00 
R 5.00 
2.00 
00 
Cc 0.30 
00 
R 5.00 
00 
00 
28 
10 
00 
00 
1.50 
5.01 
R 400 
R 9.00 
10 
Uf 
R500 
3.00 
R 4.00 
1.00 
2.00 
R 4) 
1 
R800 
R50 
R50 
R 6) 
3.0 
OO 
00 
R 5.00 
1 
00 
2 
R10 
2.00 
00 
R 8.00 
U eu 
Ri 
R600 
R 6.00 
00 
1.00 
R 5.0 
R 15.0 
R 5.00 
4 
R 16.01 
R50 
U fe 
1 
1.00 
1.00 
R 5.0 
1,00 
1.00 
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Illicit Auction 


: llumination 

3 Incinerate 

} Infernal Contract 
Iron Tusk Elephant 
? Jabari’s Influence 
: Jolrael’s Centaur 
? Jungle Patrol 

: Jungle Troll 

: Kaervek's Hex 

: Kaervek's Purge 
: Kaervek's Torch 
} Karoo Meerkat 

: Kukemssa Pirates 
: Lead Golem 

? Leering Gargoyle 
Lion's Eye Diamond 
= Locust Swarm 

? Lure of Prey 

} Malignant Growth 
? Mana Prism 

? Mangara’s Blessing 
i Mangara’s Equity 
: Mangara’s Tome 
i Marble Diamond 
: Maro 

: Meddle 

3 Melesse Spirit 

} Mind Bend 

: Mind Harness 

? Mindbender Spores 
? Mire Shade 

? Misers’ Cage 

: Mist Dragon 

? Moss Diamond 

? Mountain Valley 
> Mtenda Griffin 

: Mystical Tutor 

: Natural Balance 


Nettletooth Djinn 

Nocturnal Raid 

Null Chamber 

Painful Memories 

Patagia Golem 
‘aupers’ Cage 
earl Dragon 
Phyrexian Dreadnought 
hyrexian Purge 
hyrexian Tribute 

Phyrexian Vault 

Political Trickery 

Polymorph 

Preferred Selection 

Prismatic Boon 
rismatic Lace 

Psychic Transfer 

Purgatory 

Purraj of Urborg 

Quirion Elves 

Radiant Essence 

‘ashida Scalebane 

‘avenous Vampire 

Razor Pendulum 

Reckless Embermage 

Reflect Damage 

Reign of Chaos 

Reign of Terror 
Reparations 

Rock Basilisk 

Rocky Tar Pit 

Roots of Life 

Sacred Mesa 


: Sand Golem 

: Savage Twister 

: Sawback Manticore 
? Sealed Fate 

} Seeds of Innocence 
5 Shadowbane 

} Shallow Grave 

: Shauku, Endbringer 
: Shauku’s Minion 

i Shimmer 

: Sidar Jabari 

i Sirocco 
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2.50 


2.00 
1.00 
6.00 


10.00 


1.00 


5.00 
0.30 
1.00 
5.00 
1.99 


1.99 


0.25 
0.25 


0.30 
0.25 
2.95 
0.25 
0.25 
2.00 
0.25 
1.99 
0.25 
2.00 
1.89 
0.25 
2.00 
2.00 
0.25 
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Toll Free for Ou 


J 


TALOG 


| 
ani 
Plus a Full Line of Other CCG’s 


LOW WHOLESALE 
PRICES 


CODs 
Checks 


THUNDER’ & LIGHTNING” carps, INTERNATIONAL 


THE SUPERSTORE FOR COLLECTIBLE CARD GAMES! 


Please call for de 


How to reach 


Telephone/Catalog: 323-341-5600 


Faxt’323-341-5611 (24-Hours) ELES CA 90041 


International: 323-341-5600 )DA._ AND MT:\ROYAL) 


Email: tigaming@aol.com 


Web site: 
www.tlcards.co 


Now with Secure Online Ord. 


Mailing Address: 
P.O. Box 41-1148 


«Los Angeles, CA 9004 


We*accept: Checks, 
Money Orders, AM 


Prices are sub; to change ¢ No cancellations on pre-orders ¢ All sales are final 
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“Item High Med Low J = Item High Med Lov Ee : R +/- = Item ‘High Med Low TR 


$ Relearn 200 085 0.25 
: : Revered Unicorn 100 100 0.25 
: Complete Set $ Roc Hatchling 1.00 082 0256 
+ Booster Display : Scorched Ruins 6.00 500 200 
$ Booster Pack + Serenity 500 350 2.00 
3 Typical Common : Serra’s Blessing 200 1.00 0.25 
: Serrated Biskelion 200 1.00 036 
? Abduction } Southern Paladin 00 450 2.00 
+ Abeyance Stee! Golem i 1.00 0.35 
+ Aboroth Strands of Night A 0.82 0.25 
} Aether Flash Straw Golem 00 075 025 
Agonizing Memories Sylvan Hierophant J 0.85 0.25 
Alabaster Dragon Tariff 00 300 200 
Ancestral Knowledge Teferis Veil 00 100 025 


Firestorm Hellkte y 
0 
0 
1 
1 
0 
0 
1 
0 
0 
0 
0 
1 
0 

+ Arctic Wolves Thran Forge { 093 0.25 0 
1 
0 
zi 
0 
1 
1 
0 
1 
1 
1 
0 
0 
0 
1 
1 
1 
1 


Of : Flooded Shoreline 
5B } Forbidden Ritual 
7 } Foreshadow 


Sky Diamond 200 1 
Soul Echo $00 31 
Soul Rend 100 0. 
Spatial Binding 100 0 
Spectral Guardian 600 31 $ Goblin Recruiter 
A Griffin Canyon 
1 : Guiding Spirit 
3 } Heat Wave 
3 } Helm of Awakening 
7 4 Honorable Passage 
{ H Hulking Cyclops 
fl i $ Impulse 


Spirit of the Night 10.00 
Stupor 2.00 
Subterranean Spirit 5.00 
Sunweb 5.00 
Superior Numbers 1.00 0. 
Sug/Ata Firewalker 200 1 
Tainted Specter 3 
Taniwha 100 4 
Teeka’s Dragon 800 6. 

3 

3 

3 


¢ lron-Heart Chimera 
: Juju Bubble 
Teferi's Imp 4.00 $ Jungle Basin 


Teferi’s Isle H Kaervek’s Spite i Argivian Find Thran Tome i 3.00 = 1,50 
} Argivian Restoration Thunderbolt F 0.20 0.05 
+ Aura of Silence Thundermare f 700 5.00 
3 Avizoa Timid Drake 00 080 025 
+ Barishi Tolarian Entrancer i 3.00 2.00 
+ Bone Dancer Tolarian Serpent i 3.00 2.00 
} Basium Strip Touchstone 00 085 025 
} Bubble Matrix Tranquil Grove 00 475 2.00 
+ Buried Alive Urborg Justice x 300 1.50 
Call of the Wild Urborg Stalker i 3.00 2.00 
} Chimeric Sphere Veteran Explorer J 0.80 0,25 
+ Cinder Giant Vodalian Illusionist { 100 0.25 
i Circling Vultures Volunteer Reserves A 080 0.25 
$ Cloud Djinn A Wave of Terror i 3.00 
} Cone of Flame Well of Knowledge i 4,00 
$ Debt of Loyalty 

Dense Foliage 
? Desperate Gambit 
} Dingus Staff 
$ Doomsday 
} Downdraft 
} Dwarven Thaumaturgist 
H Empyrial Armor 
: Ertai's Familiar 
: Fallow Wurm 
} Familiar Ground 
2 Fervor 
: Festering Evil 
: Fire Whip 

Firestorm 


7 

Telim’Tor : Karoo 
Telim’Tor's Darts 0. 
Telim'Tor’s Edict x 3 
0. 

4. 

3 


75 Os : Katabatio Winds 
I : } Kookus 
Tidal Wave . 


75 (a ? Kysou Drake 


Tombstone Stairwell + Lead-Belly Chimera 


R 

R 

R 

U 

U 

R 

R 

U 

U 

U 

U 

C 

U 

U 

U 

R 

U 

R 

R 

U 

U 

Torrent of Lava : Lichenthrope R 

Tropical Storm . I : Lightning Cloud R 

Uktabi Wildcats x A Longbow Archer U 

Unerring Sling | 5 . ; Magma Mine U 

Unfulfilled Desires i x F $ Man-o'-War C 

Unseen Walker A I ; Matopi Golem U 
Unyaro Bee Sting { I i Miraculous Recovery U — 

Unyaro Griffin { . I + Mob Mentality U 

U 

R 

U 

R 

U 

R 

U 

U 

R 

R 

U 

R 

U 

R 

R 

R 

U 

R 

R 

Cc 

R 

R 

U 

U 

U 

R 

U 


Vaporous Djinn J . : Mundungu 
Ventifact Bottle x j { ¢ Natural Order 
Vigilant Martyr 1 , i Necromancy 
Vitalizing Cascade ! y R : Necrosavant 
Volcanic Dragon A i i : Nekrataal 

Volcanic Geyser dl A I : Ogre Enforcer 
Waiting in the Weeds i i 4 ? Ovinomancer 
Warping Wurm i i ; Peace Talks 

Wave Elemental | . R Phyrexian Marauder 
Wellspring 00 1: = Pillar Tombs of Aku 
Wildfire Emissary . A : Prosperity 
Windreaper Falcon 1 E : Pygmy Hippo 
Withering Boon é . . ; Quicksand 

Worldly Tutor  Quirion Druid 

Yare ‘ i Rainbow Efreet 
Zebra Unicorn 100 0. Relentless Assault 
Zhalfirin Commander U 1.00 0. i Relic Ward 

Zirilan of the Claw R 500 4 Retribution of the Meek 
Zombie Mob 100 «0. i Righteous War 
Zuberi, Golden Feather R 6.00 31 i River Boa 


Winding Canyons i 443 
Xanthic Statue 
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Complete Set 
Booster Pack 
Booster Display 
Starter Deck 
Starter Display 
Typical Common 


Abandon Hope 
Altar of Dementia 
Aluren 
Ancient Runes 
Ancient Tomb 
Angelic Protector 
3 Apes of Rath 
} Apocalypse 
} Armor Sliver 
Gerrard's Wisdom I ! }  Auratog 
Goblin Bomb 4 A ; Avenging Angel 
Goblin Grenadiers J : Barbed Sliver 
Heart of Bogardan 4 + Bellowing Fiend 
Typical Common . i Snake Basket Heat Stroke i i Benthic Behemoth 
Spitting Drake Hidden Horror A { : Boil 
Squandered Resources R i Hurloon Shaman A Booby Trap 
H Stampeding Wildebeests U 00 © il i A Bottle Gnomes 
: Suleiman’s Legacy R fl J i A : Bounty Hunter 
$ Summer Bloom : Jabari’s Banner $ Caldera Lake 
3 Suq'Ata Assassin } Lava Hounds : Canyon Drake 
Suq'Ata Lancer } Liege of the Hollows i A Capsize 
Talruum Piper Llanowar Behemoth A { Carrionette 
Teferi’s Honor Guard Lotus Vale i Chaotic Goo 
} Teferi’s Puzzle Box Mana Web I 1 I $ Charging Rhino 
} Teferi’s Realm + Maraxus of Keld i ‘ Chill 
4 Tempest Drake ? Master of Arms { Choke 
3 Three Wishes : Mind Stone Cinder Marsh 
H Time and Tide ; Mischievous Poltergeist A Clot Sliver 
} Tin-Wing Chimera } Mistmoon Griffin i Coffin Queen 
i Tithe : Morinfen x x 3 Cold Storage ) 
} Triangle of War : Mwonvuli Ooze i i A Commander Greven il-VecR 0.00 
H Uktabi Orangutan 4 Nature's Resurgence i . Corpse Dance 
} Undiscovered Paradise } Necratog Counterspell 
$ Vampiric Tutor } Noble Benefactor { Crazed Armodon 
? Vampirism } Null Rod i i A Cursed Scroll 
} Viashino Sandstalker > Odylic Wraith ! } Dauthi Embrace 
= Viashivan Dragon } Orcish Settlers { }  Dauthi Ghoul 
Vision Charm } Paradigm Shift i A Dauthi Mercenary 
: Wand of Denial : Peacekeeper a }  Dauthi Mindripper 
} Waterspout Djinn } Pendrell Mists i a : Deadshot 
4 Wind Shear ; Phantom Warrior A J 5 Death Pits of Rath 
g Zhalfirin Crusader A Phyrexian Furnace A F } Diabolic Edict 
i : Psychic Vortex i A Dirtcowl Wurm 


Rowen 

VISIONS Sands of Time 
Complete Set Scalebane’s Elite 
Booster Display : Shimmering Efreet 
Booster Pack i Simoon 


Aku Djinn 

Anvil of Bogardan 
Archangel 

Army Ants 

Blanket of Night 
Bogardan Phoenix 
Brass-Talon Chimera 
Breathstealer's Crypt 
Brood of Cockroaches 
Chronatog 

City of Solitude 
Coral Atoll 

Corrosion 

Creeping Mold 
Daraja Griffin 
Desertion 

Desolation 

Diamond Kaleidoscope 
Dormant Volcano 
Dragon Mask 

Dream Tides 
Elephant Grass 

Elkin Lair 

Equipoise 

Everglades 

Eye of Singularity 
Femeref Enchantress 
Fireblast 
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Item 


ismiss 

racoplasm R 6.00 
Dread of Night 
Dregs of Sorrow R 

Duplicity R 

Earthcraft R 

Echo Chamber R 
Eladamri, Lord of Leaves R 

Eladamri’s Vineyard == R 

Elven Warhounds R 

Elvish Fury C I 25 
Emerald Medallion R 600 4.49 
Emmessi Tome R 50 ut 
Energizer R §00 3. 
Enraging Licid Ot 75 
Ertai's Meddling R500 4 
Escaped Shapeshifter R 500 4. 
Essence Bottle 0 
Excavator U 100 O7 
Extinction R60 0 
Fevered Convulsions R  §.00 

Field of Souls R600 

ighting Drake 00 15 
Firefly 1.00 7 
Flailing Drake 1.00 75 
Flickering Ward 2.00 
Flowstone Salamander 


U { 
Flowstone Sculpture R 5.00 7 
lowstone Wyvern R420 
Fool's Tome R  §,00 
Fugitive Druid R400 
Furnace of Rath R700 
Fylamarid UU 1.00 
Gallantry U yeep 9 
Gerrard's Battle Cry R 6,00 

U 


Ghost Town 


nign 


2.00 
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item 


Grindstone 

Hand to Hand 
Hanna's Custody 
Harrow 

Havoc 

Heart Sliver 
Heartwood Giant 
Heartwood Treefolk 
Helm of Possession 
Horned Sliver 
Humility 

Imps’ Taunt 

Insight 

Interdict 

Intuition 
Invulnerability 
Jackal Pup 
Jet Medallion 
Jinxed Idol 
Kezzerdrix 
Kindle 
Knight of 
Knight of 
Krakilin 
Leeching Licid 
Legacy's Allure 
Legerdemain 
Light of Day 
Lightning Blast 
Living Death 
Lobotomy 
Lotus Petal 
Maddening Imp 
Magmasaur 
Magnetic Web 


0.10 
0.25 
0.45 


0.20 


2 012 
2 005 


0.05 


1030 
0.13 
Dawn 


0.12 usk 


0.01 
0.50 


0.13 
0.12 
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Goblin Bombardment 


om aD 


Troll And Toad Inc. 


An Antiquities Vault Company 


Want to sell us cards? 


Fax: 1-606-878-9061 


E-mail; sec @ aqvault.com 


95% of all Magic singles in stock at all times! 


253 Reynolds Road, Keavy KY 40737 USA 
Phone: 1-606-878-2936 10a.m. - 10p.m. Fax: 1-606-878-9061 


Mana Severance 

Marble Titan 

Mawcor R 

Maze of Shadows 

Meditate 

Metallic Sliver C 
Mindwhip Sliver 

Minion of the Wastes R 

Mirr’s Guile R 
Mnemonic Sliver 

Mogg Cannon 1,00 
Mogg Fanatic C. O50 
Mogg Hollows 1.00 
Mogg Squad 4,00 
Mongrel Pack R 5,00 
Muscle Sliver Cc 050 
Nature's Revolt R 6,00 
Needle Storm 1.00 
No Quarter R 4.00 
Nurturing Licid 1.00 
Opportunist 1,00 
Oracle en-Vec R450 
Orim, Samite Healer 5.00 
Orim’s Prayer U 2.00 
Overrun 3.00 
Pallimud R  §.00 
Patchwork Gnomes 1.00 
Pearl Medallion 6.00 
Pegasus Refuge R 5.00 
Perish U 2.00 
Phyrexian Grimoire oR 6,00 
Phyrexian Hulk 1,00 
Phyrexian Splicer 1.00 
Pine Barrens R600 
Precognition R500 
Propaganda U 2.00 


5.00 
4.00 
2.00 


Item 


Puppet Strings 
uickening Licid 
Rain of Tears 
Ranger en-Vec 
Rathi Dragon 
Reanimate 
Reap 
Reckless Spite 
Recycle 
Reflecting Pool 
0.35 Renegade Warlord 
0.05 + Repentance 
0.50 : Rolling Thunder 
035 1 } Root Maze 
2.00 0.30 3 Rootbreaker Wurm 
0.05 ; Rootwater Depths 
$00 1 = 013 A Rootwater Diver 
0.50 ; Rootwater Matriarch 
2.00 H Rootwater Shaman 
035 1 £ Ruby Medalion 
0.35 } Sacred Guide 
2.00 } Safeguard 
200 2 005 : Salt Flats 
0.50 1 $ Sapphire Medallion 
0.80 $ Sarcomany 
2.00 ? Scabland 
0.36 1 3 Scalding Tongs 
300 2 0.13 Scorched Earth 
200 1 ‘ Scragnoth 
O74 1 0.10 : Soreeching Harpy 
200 1 2 Scroll Rack 
050 1 001 : Searing Touch 
050 1 0.01 : Segmented Wurm 
300 3 050 : Selenia, Dark Angel 
2.00 1 } Serene Offering 
O75 1 £ Shadowstorm 


email: prices@aqvault.com_ 
Web Site: http://www.trollandtoad.com 


or send an e-mail for our newest buylist to: buylist@aqvault.com 


| Check out our web page for NEW ONLINE ordering! Updated every 24 hrs! www. TrollandToad.com ial 


5th Edition 
Armageddon 
Fallen Angel 
Spirit Link 
Underground River 
Additions 
Arena 
Disenchant 
Fireball 
Forest - ARENA land 
Giant Badger 
Mana Crypt 
Mountain - ARENA land 
Nalathni Dragon 
Plain - ARENA land 
Swamp - ARENA land 
Windseeker Centaur 
Alliances 
Arcane Denial 
Balduvian Horde 
Helm Of Obedience 
Lord of Tresserhorn 
Arabian 
Army Of Allah 
Desert 
Flying Men 
Kird Ape 
Moorish Cavalry 
Stone-Throwing Devils 
Beta 
Dark Ritual 
Disintegrate 
False Orders 
Fireball 
Paralyze 
Power Sink 


BOX 
4th Edition Starter 
4th Ed Jap Starters 


$65.00 
$139.00 
4th Ed Korean Booster $119.00 


4th Ed Korean Starters $139.00 
$65.00 
$80.00 
$65.00 
$45.00 
$69.00 
$69.00 
$48.00 
$69.00 
$40.00 
$63.50 
$72.95 
$69.00 


Sth Edition Booster 
Battletech Ltd Starters 
Exodus Booster 
Fallen Empire 
Ice Age Starter 
Stronghold 
Star Wars SE Bster 
Tempest Booster 
Unglued Booster 
Saga Booster 
Legacy Booster 
Weatherlight 
Chronicles 
Blood Moon 
City Of Brass 
Dakkon Blackblade 
Erhnam Djinn 
Hell's Caretaker 
Vaevictis Asmadi 
Dark 
Blood Moon 
Frankenstein's Monster 
Hidden Path 
Knights Of Thorn 
Preacher 
Season Of The Witch 
Sorrow's Path 
Tracker 
Exodus 
Cataclysm 
Null Brooch 
Oath Of Druids 
Pandemonium 
Spike Weaver 
Lord Of The Pit 
Ice Age 
Adarkar Wastes 
Brushland 
Enduring Renewal 


$2.50 
$7.00 
2.50 
$2.00 
$2.00 
$2.50 


$6.00 
$4.00 
$3.00 
$4.00. 
$10.00 
52.00 
$2.00. 
5.00 


$10.00 
$5.00 
$9.00 
$11.00 
7.00 
3.00 


$5.00 
$5.00 
54.00 


Icy Manipulator 
Jester's Cap 
Lhurgoyf 
Necropotence 
Polar Kraken 
Pox 
Sulfurous Springs 
Swords to Plowshares 
Underground River 
Zuran Orb 
Legends 
Blood Lust 
Chain Lightning 
Hammerheim 
Kobold Drill Sergeant 
Mana Drain 
Presence Of The Master 
Spirit Link 
Sylvan Library 
Underworld Dreams 
Mirage 
Cadaverous Bloom 
Canopy Dragon 
Dissipate 
Enlightened Tutor 
Frenetic Efreet 
Hammer of Bogardan 
Infernal Contract 
Maro 
Natural Balance 
Pearl Dragon 
Volcanic Dragon 
Packs 
4th Edt-Chinese BB Bstr 


4th Ed- Spanish BB Bstr $ 


4th Edition Booster 
Sth Edition Booster 
Alliances 
Antiquities 

Arabian Nights 


$3.50 
$9.00 
$7.00 
$7.00 
$3.00 
$4.00 
$5.00 
$1.00 
$5.00 
$2.00 


$3.00 
$3.00 
$2.00 
$3.50 
$47.00 
$2.00 
64.50 
$8.00 
$22.00 


$4.00 
$3.00 
$4.00 
$2.50 
56.00 
$10.00 
$1.50 
$5.50 
$4.00 
$3.00 
$5.00 


$4.50 


Beta Booster 

Dark 

Dark - Italian 
Exodus Booster 
Fallen Empire 
Homelands 

Ice Age Booster 
Mirage Booster 
Mirage Starter 
Renaissance - French 
Re ice - Italian 
Rvd-German WB Bster 
Revised Booster 


Star Wars Ltd Bster [BB] $4.75 


Stronghold Booster 
Tempest Booster 
Unglued 
Urza’s Saga Booster 
Visions 

Revised 
Braingeyser 
Clone 
Copy Artifact 
Demonic Hordes 
Demonic Tutor 
Juggernaut 
Regrowth 
Rock Hydra 
Serendib Efreet 
Sol Ring 
Veteran Bodyguard 

Revised/4th 

Armageddon 
Balance 
Colossus of Sardia 
Control Magic 
Crusade 
Earthquake 
Force Of Nature: 
Gaea's Liege 


$113.00 


$2.00 
$2.00 


Goblin King 
Hypnotic Specter 
Ivory Tower 
Land Tax 
Lord Of The Pit 
Mahamoti Djinn 
Mana Flare 
Mana Short 
Millstone 
Mishra's Factory 
Neviny: 
Righteousness 
Sengir Vampire 
Stasis 
Zombie Master 
Stronghold 
Crystalline Sliver 
Grave Pact 
Silver Wyvern 
Sliver Queen 
Volrath's Shapeshifter 
Tempest 
Altar Of Dementia 
Commander Greven Il-vec 
Corpse Dance 
Earthcraft 
Emerald Medallion 
Extinction 
Furnace Of Rath 
Grindstone 
Humility 
Jet Medallion 
Jinxed Idol 
Rathi Dragon 
Ruby Medallion 
Scalding Tongs 
Scroll Rack 
Skyshroud Forest 
Urza’s Legacy 
Bone Shredder 


DUELIST 


4.00 


$5.00 
$6.00 


$2.00 


Iron Maiden 
Memory Jar 
Might Of Oaks 
Radiant's Dragoons 
Tinker 
Treetop Village 
Urzas Legacy Foil 
Peace And Quiet $ 
Second Chance $ 
Sleeper's Guile 
Urza’s Saga 
Angelic Chorus 
Catastrophe 
Citanul Flute 
Fault Line 
Fluctuator 
Gamble 
Herald Of Serra 
Intrepid Hero 
Lightning Dragon 
Opal Archangel 
Phyrexian Colossus 
Phyrexian Processor 
Serra's Sanctum 
Sunder 
Worship 
Visions 
Anvil of Bogardan 
City Of Solitude 
Quicksand 
Rainbow Efreet 
Squandered Resources 
Weatherlight 
Abeyance 
Buried Alive 
Fervor 
Gaea's Blessing 
Gemstone Mine 
Lotus Vale 


JUNE 1999 


R 
U 
Ri 
100 08 0 1 013 
1.00 0.50 
C 050 025 005 
R 500 3 2.00 0.20 
C 050 025 0,05 
3.00 050 1 
100 1 0.35 0.13 
R 9.00 370 200 0.30 
R 420 300 200 
R 700 5, 3.00 2 
R 400 3 1,00 
R600 3, 2.00 
R 500 450 300 2 
1006 3,50 4 
51 3.00 4 
500 3.00 2 
500 3.00 3 
4 2,00 1 
1.50 080 1 
087 050 1 0.12 
6 3,00 3 
1 0.50 1 
{ 100. 050 1 001 
R 700 500 300 2 
100 077 040 1 0.02 
1 


$6.00 
$5.00 
$6.00 
$2.00 
$2.00 
$2.00 


12.00 
60.00 
$4.00 


$5.00 
$6.00 
$5.00 
$4.00 
$5.00 
$6.00 
7.00 
$5.00 
$8.00 
$6.00 
$5.00 
$5.00 
$4.00. 
$6.00 
56.00 


$3.00 
$5.00 
2.00 
4,00 
$3.50 


$9.00. 
52.00 
$5.00 
$2.00 
$3.50 


$10.00 


WE SELL SINGLES FROM: Magic © Middle Earth ° Star Wars © StarTrek © Rage * X-Files * Jyhad © Netrunner © Guardians 
Highlander Promos ¢ Simcity Promos ¢ Wyvern Limited & Premiere * Legend of 5 Rings ° etc. 
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Item 


Shocker 

Sky Spirit 
Skyshroud Condor 
Skyshroud Elf 
Skyshroud Forest 
Skyshroud Vampire 
Soltari Crusader 
Soltari Emissary 
Soltari Guerrillas 
Soltari Monk 
Soltari Priest 
Souldrinker 

Spirit Mirror 
Spontaneous Combustion 
Stalking Stones 
Starke of Rath 
Static Orb 

Staunch Defenders 
Steal Enchantment 
Stinging Licid 
Storm Front 
Sudden Impact 
Tahngarth’s Rage 
Talon Sliver 
Telethopter 
Thalakos Dreamsower 


Thalakos Lowlands 
Thumbscrews 

Time Warp 

Tooth and Claw 
Torture Chamber 
Tradewind Rider 
Trumpeting Armodon 
Unstable Shapeshifter 
Vec Townships 
Verdant Force 
Verdigris 

Vhati il-Dal 

Warmth 

Wasteland 
Watchdog 

Whim of Volrath 
Whispers of the Muse 
Wild Wurm 

Wind Dancer 

Winds of Rath 
Winged Sliver 
Winter's Grasp 
Wood Sage 


Worthy Cause 


Complete Set 
Booster Display 
Booster Pack 
Typical Common 


Acidic Sliver 
Amok R 
Awakening R 
Bottomless Pit 
Brush With Death C 
Bullwhip 

Burgeoning 

Calming Licid 
Cardassid 

Constant Mists 
Contemplation 
Contempt 

Convulsing Licid 
Corrupting Licid 
Crovax The Cursed 
Crystalline Sliver 
Dauthi Trapper 
Dream Halls 

Elven Rite 
Endangered Armodon 
Ensnaring Bridge 
Evacuation 

Fanning the Flames 
Flame Wave 

Fling 

Flowstone Hellion 
Flowstone Mauler 


035 


100 


High Med Low TR 


| 600 5.0 3.00 
200 100 050 


100 100 035 
050 0.25 005 
600 500 3.00 
150 1.00 050 
100 099 050 
500 4.00 200 
500 400 200 
200 100 050 

150 050 

075 0.35 

425 3.00 
050 
050 
2.00 
3,00 
0.50 
0.50 
085 
050 
050 
0.35 
0.05 
035 
035 
0.50 
200 
8.00 
200 


3 
1 
1 
1 
1 
_ 
2 
0 
1 
1 
1 


$185 $150 $95 
0 0 6 
300 299 256 
025 0 


$200 $10 
4.00 
100 


4.00 
$.00 
100 
500 
1.00 
1.00 
035 
100 
100 
6.00 
250 
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> Item 


= Gliding Licid 

: Grave Pact 

$ Heartstone 

} Heat of Battle 
= Hermit Druid 

} Hesitation 

} Hibernation Sliver 
= Hidden Retreat 
} Horn of Greed 
= Hornet Cannon 
Intruder Alarm 
H Invasion Plans 
: Jinxed Ring 

i Lab Rats 

¢ Lancers en-Kor 
+. Lowland Basilisk 
: Mana Leak 

£ Mask of the Mimic 
$ Megrim 

$ Mind Games 

} Mind Peel 

? Mindwarper 

} Mob Justice 

= Mogg Bombers 
3 Mogg Flunkies 
Mogg Infestation 
H Mogg Maniac 

2 Mortuary 

i Mox Diamond 
: Mulch 

} Portcullis 
Primal Rage 
Pursuit of Knowledge 
} Ransack 

£ Rebound 

£ Reins of Power 


evenant 
Rolling Stones 
Ruination 


Shard Phoenix 
Shifting Wall 

Shock 

Silver Wyvern 
Skeleton Scavengers 
Sliver Queen 

Soltari Champion 
Spike Breeder 

Spike Colony 

Spike Feeder 

Spike Soldier 

Spindrift Drake 

Spined Sliver 

Spitting Hydra 
Stronghold Assassian 
Stronghold Taskmaster 
Sword of the Chosen 
Temper 


£ Tempting Licid 

} Thalakos Deceiver 
} Verdant Touch 

} Victual Sliver 

} Volrath’s Gardens 
£ Volrath’s Laboratory 
£ Volrath’s Shapeshifter 
E Volrath's Stronghold 
H Walking Dream 

i Wall of Blossoms 
+ Wall of Essence 

i Wall of Razors 

£ Wall of Souls 

+ Wall of Tears 

£ Warrior Angel 

£ Warrior en-Kor 

£ Youthful Knight 


£ Complete Set 
: Booster Display 
H Booster Pack 
i Typical Common 


: Carnophage 

; Cartographer 

: Cataclysm 

City of Traitors 

$ Coat of Arms 

} Convalescence 

} Crashing Boars 

} Curiosity 

‘ Dauthi Cutthroat 
 Dauthi Warlord 

> Dominating Licid 
Elven Palisade 

} Entropie Specter 
: Ephemeron 
Equilibrium 

¢ Erratic Portal 

? Ertai, Wizard Adept 
: Exalted Dragon 

} Fighting Chance 

£ Flowstone Flood 

} Forbid 

} Fugue 

} Hatred 

: High Ground 

} Keeper of the Beasts 
4 Keeper of the Dead 
: Keeper of the Flame 
: Keeper of the Light 
: Keeper of the Mind 
: Killer Whale 
Limited Resources 
$ Mana Breach 

} Manabond 

} Medicine Bag 

: Memory Crystal 

} Mind Maggots 
Mind Over Matter 


Mindless Automaton 
Mirozel 

Mirri, Cat Warrior 
Mogg Assassin 
Monstrous Hound 


Oath of Lieges 
Oath of Mages 
Oath of Scholars 
Ogre Shaman 
Paladin en-Vec 
Pandemonium 
Paroxysm 

Peace of Mind 
Pegasus Stampede 
Penance 

Pit Spawn 
Plaguebearer 
Price of Progress 
Ravenous Baboons 
Reconnaissance 
Recurring Nightmare 


£ Resuscitate 

} Sabertooth Wyvern 
} Scalding Salamander 
} Scrivener 

E Seismic Assault 

£  Skyshaper 
 Skyshroud Elite 

: Skyshroud War Beast 
; Slaughter 

i Song of Serenity 

$ Sonic Burst 

£ Soul Warden 

£ Spellbook 

} Spellshock 

$- Sphere of Resistance 


Spike Cannibal 
Spike Hatcher 
Spike Rogue, 


: Spike Weaver 

: Survival of the Fittest 
i Thalakos Drifters 

: Thopter Squadron 


: Item 


H Transmogrifying Licid 
} Treasure Hunter 
{Treasure Trove 

¢ Volrath’s Dungeon 
+ Wall of Nets 

$ Workhorse 

} Zealots en-Dal 


} Complete Set 
} Booster Display 
; Booster Pack 
: Starter Display 
i Starter Deck 

? Typical Common 


H Absolute Grace 
{Absolute Law 

? Abundance 
Abyssal Horror 

} Academy Researchers 
Acidic Soil 

} Albino Troll 
Anaconda 
Angelic Chorus 

; Antagonism 

i Arcane Laboratory 
: Argothian Elder 

i Argothian Enchantress 
} Argothian Wurm 
Attunement 
Back to Basics 

} Barrin, Master Wizard 
} Barrin's Codex 

} Bedlam 
Bereavement 

} Blanchwood Armor 
Blasted Landscape 
d Brand 

5 Bull Hippo 

: Bulwark 

: Carpet of Flowers 
H Catastrophe 

: Cathodion 

i Child of Gaea 

+ Chimeric Staff 

+ Citanul Centaurs 
+ Citanul Flute 

} Citanul Hierophants 
+ Claws of Gix 

£ Clear 

} Confiscate 

: Contamination 

= Copper Gnomes 


Cradle Guard 
Crater Hellion 
Crazed Skirge 
Crosswinds 
Crystal Chimes 
Dark Hatchling 
Darkest Hour 
Defensive Formation 
Destructive Urge 
Diabolic Servitude 
Discordant Dirge 
Disorder 

Douse 

Dragon Blood 
Drifting Djinn 
Eastern Paladin 
Electryte 

Elite Archers 
Enchantment Alteration 
Endless Wurm 
Endoskeleton 
Energy Field 


3 Exhaustion 
Exploration 
? Faith Healer 
+ Fault Line 
: Fecundity 
Fire Ants 

: Flesh Reaver 
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You are the best hope for defending your nation’s pride. 
Now prove it. 


Magic’ World Championships. Rise to the occasion. 


Canadian Nationals 
_ July 8-11, 1999 
Howard Johnson Plaza Hotel 
Toronto 


Win a chance to be one of . 
four players to represent Canada 
at the World Championships. 


Pi 
MCI WORLDCOM 


Wizards OF THE Coast, Magic: The Gathering, Magic, DCI, and the “M” logo are trademarks W FR0Cs 
of Wizards of the Coast, Inc. ©1999 Wizards of the Coast, Inc. OF Vik COAST 


Presenting the epic sequel to the top selling RPG of 1998. Might and Magic” VII features a new, enhanced 3D accelerated 


graphics engine, a new storyline with new adventures and quests, plus an innovative new-user “training ground.’ 


Might and Magic VI Nominated for Computer Gaming World's “RDG of the Year.” 


PREMIER 


-Computer Games Strategy Plus 


Immerse yourself in the most addictive, most accessible RPG in the world. And discover what the critics are so excited about. 


NEW WORLD COMPUTING: 


|RATING PENDING 


LG ~ Environmental 
SS Audio" 


by CREATIVE* 


© 1999 The 3D0Company. All Rights Reserved. Might and Magic, For Blood and Honor New World Computing, 3D0, and their respective logos, are trademarks and/or service 
marks of The 30 Company in the U.S. and other countries. All other trademarks belong to their respective owners New World‘Computing is a division of The 300 Company. 
3Dfx Interactive, Inc. is © 1998: The 3Dfx Interactive logo is a registered trademark of 3Dfx Interactive, Inc. in the USA and other countries. All Rights Reserved. 


3DO 


"1.800.336.3506 
www.mightandmagic.com 
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You are the best hope for defending your nation’s pride. 
Now provevit. 


Magic’ World Championships. Rise to the occasion. 


U.S. Nationals 

July 2-5, 1999 

Origins International Game Fair & Expo 
Columbus, Ohio 


Compete for over $50,000 in prize money 
and the chance to be one of 
four players to represent the United States 
at the World Championships. 


pee 
MCIWORLDCOM 


Wizarps oF THE Coast, Magic: The Gathering, Magic, DCI, and the “M” logo are trademarks 
of Wizards of the Coast, Inc. ©1999 Wizards of the Coast, Inc. 


Wizards 


OF TUR COAST" 


